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I'sosmapesa W.JI.  CUCTEMA VJAJIEHHOU BU3YAJIM3ALIMU
TPEXMEPHBIX OBBEKTOB C HCIIOJIb30BAHUEM CPEJI BUPTYAJIbHOM
PEAJILHOCTHU. PEAJIM3ALIUS B3AUMOJIEMCTBUS C BUPTYAJILHBIMU
OBLEKTAMU,

TuIIoMHast padora: ctp. 40, puc. 19, Tabm. 4.

KmroueBbie cnoBa: BU3VYAJIM3AILIMA, PEHJIEPWHI, THREE.JS, WEB,

KAMEPA, OFBEKT, 3D-CLIEHA, OUKU BUPTYAJIbHON PEAJIBHOCTU.
OOBEKT HcCIeOBaHNS — BUPTYyalIbHAs IpaduyecKas TpeXMepHas CIIeHa.

Henp paboTel — pa3paboTKa W MNPOrPpaMMUPOBAHHME TPEXMEPHOM CIICHHI,
WHCTPYMEHTAPHS TOIH30BATENS M CPEJICTB YIIPABICHUS aHATOMUYECKUMHU 00BEKTaMHU
WCITOJIb3YSl METO/IbI BUPTYAJIbHON PEATBHOCTH.

B pesynbrare mnpopaenaHHo pabOThI, ObUT peayiM30BaH HEOOXOAUMBII
WHCTPYMCHTApUHA W CPEICTBAa MAHMIYJISAIMA AHATOMHUYECKAMU OOBEKTaMH,
3arpy’kKCHHBIMH B CIIEHY W3 BHEITHUX HCTOYHHUKOB.

beita peanu3oBaHa BO3MOXKHOCTH IPOCMOTpPA CIEHBI B OYKaX BHPTYaJbHON
peaIbHOCTH B OKHE Opay3epa.

B mepcniekTvBe mpesmnonaraeTcs, 4ro aHajau3 Mojeied OyneT MpOBOIUTHCS
au00 MEIMKOM, BEAyUIMM UCCJIEAOBaHUE W/WIM Jie4eHue OO0JIbHOTo, JHO0O0
CIEIHAINCTOM, IOATOTOBJISIONIMM TIpoBencHUEe 3D-mpuHTHHTA I8 (PU3HUESCKOM

BHU3yaJIn3allM 1 MHBIX 0O0BEKTOB opraHu3sMma.

COAEPXAHUE
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BBenenue

WUnest cozganust M300paK€HUI OYEHb CTapa, HO MBICIb O TOM, YTO MOYHO
MOJIy4aTh M300pa)K€HUs1 BHYTPEHHHUX CTPYKTYp >KMBOTO YEJIOBEYECKOIrO TeJia, cTalla
PEaNbHOCTBIO C OTKPBITUEM PEHTT€HOBCKUX Jyuel B 1895 1. 3a nmocnenyromue 50 net
ATO OTKPBITUE HE CIMIIKOM JAJEKO YHUIO OT SMIIMPUYECKOTO YPOBHS W, JIMIIb
HauvHas npubnusuTenbHo ¢ 1950 . ¢ mosBiIeHUMEM APYTHX METOJOB, TAKUX Kak
pazroN30TONHAS U YJIBTPa3ByKOBasl BU3yalln3allMsl, TepMOrpadus, peHTT€HOBCKas U
SIMP komnbioTepHas Tomorpadus, B OSTOM HANpPABICHUH ObUIM JOCTUTHYTHI
HEKOTOpBIE YCHEXW W MOSBWIUCH NpHU3HAKU (OPMUPOBAHUS HAYYHOIO IOAXOJA.
HecomHeHHO, 3TOMy ©IOMOINIO OJHOBPEMEHHOE pa3BUTHE OOIIMX MPUHIUIIOB
BU3yAJIM3allMM B TEXHUKE CBA3M — pPa3BUTHE, HAIIEAUIEE IIUPOKHHA OTKIHMK B
IIPOMBIIIJICHHBIX W BOCHHBIX NPWIOKEHUAX IIPOLIECCOB 3allUCH, IEepelaud U
oToOpaXkeHus rpaduyeckor HHPOpMALIIH.

CoBpemeHHbIe MeTo/bl Bu3yanuzanuu: ¥Y3U (ynbTpa3ByKOBO€ UCCIIEIOBAHUE),
KT (pentrenoBckass kommbroTepHas ToMmorpagus) u MPT (MarHuTHO-pe30HaHCHas
ToMOrpadus) — Aar0T BO3MOXKHOCTh MPHKU3HEHHOTO M3YUYEHUsI CTPYKTYpPbl OPraHoB,
aHAaTOMMYECKUX  OOBEKTOB  OpraHuM3Ma, a TakkKe [O3BOJIAIOT  IOJYYMTh

I/IH(l)OpMaHI/IOHHBIC MOJACIIN HN3YyYaCMbIX 06’LCKTOB, KOTOPBIC 3aTCM MOT'YT OBITH
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3arpykeHbl B KOMIIBIOTEP IS JaibHEenIed oOpaboTku, Bu3yanu3anud win 3d-

IICYaTH.

3amaya KOMIbIOTEPHOM rpauKH — BU3yaJu3allksl, T.€. CO3IaHue U300paKeHUsI.
Busyanu3zaiusi BBINOMHAETCS HCXOJS W3 ONUCAHUS (MOJEIM) TOTO, YTO HYXKHO
orobpaxarb. CylllecTByeT MHOIO METOIOB M aJITOPUTMOB BU3yaHM3allid, KOTOPHIC
pasznuyaroTcs Mexay coO0oil B 3aBUCMMOCTHM OT TOrO, YTO M Kak OTOOpaxarb
(mampumep, ortobpaxeHue rpaduxa (QyHKIUH, TUATPAMMBI, KAPThI WA CXEMbI WIH
OTOOpaXeHUE pealbHOM TPEXMEPHOW CIEHbl B Wrpax, XyIOXKECTBEHHBIX U
MYJIBTUIUTMKAIMOHHBIX (UIIbMaX, B CHUCTEMaxX apXUTEKTYpPHOIO MPOCKTUPOBAHUSA).
Busyanuzanus — onuH 13 Hanboiee BAXKHBIX Pa3IesioB B KOMIIBIOTEPHOU rpaduke, u
Ha MPAKTUKE OH TECHBIM 00pa3oM CBs3aH C OCTAJIbHBIMH. OOBIYHO MPOrPAMMHBIE
MaKeThl TPEXMEPHOTO MOJICJIMPOBAHUS U aHUMAIlMU BKJIIOYAIOT B ce0s Takxke U
¢ynkiuio  penaepunra. CylIeCTBYIOT —OTHEIbHBIE MPOTPAMMHBIE  MPOTYKTHI,
BeITIONIHSIOIUE peHjaepuHr: RenderMan, YafaRay, V-Ray, LuxRender u npyrue, a
TaKK€ pAa3IMYHbIE TEXHOJOTMHM BH3yallM3allMM: pacTepus3anus, ray casting,

TPAacCCHUPOBKA JIy4EH.

33213‘1& KOMHBIOTGpHOfI BHU3yaJINn3alluN TCCHO CBs3aHa C 3azlaqeﬁ
YCJIIOBCKO-KOMITIBIOTCPHOTO B3aMMOJICHICTBUS — YIIy4UlICHHC B3aI/IMOI[CI\/'ICTBI/I}I MCKOY
YCJIOBCKOM )41 KOMIIBOTCPOM, JAcjias KOMIIBIOTCPBI

Ooiee y,2106HI)IMI/I " BOCIIPUUMYHNBBIMU K HOTpC6HOCTHM MOJIb30BaTEeICH.

[lens maHHON pPabOTHI — MCTOJB3YsS COBPEMEHHBIC MOIXOMIBI U TEXHOJOTHH B
KOMITBIOTEPHOUW TpaduKe, TEOPUH BHU3YaJU3aAUH M YEIIOBEKO-KOMITBIOTEPHOTO
B3aMMOJICHCTBHSI, CO37aTh BUPTYAIbHYIO TPEXMEPHYIO CIeHY. Mcmombs3ysi roToBbie
3d-Mozienn aHAaTOMUYECKUX OOBEKTOB (KOCTEH CKejleTa | TOJOBHOM MO3T),
MOJTyYCHHBIC Ha TIPUOOpPAaX COBPEMEHHON KOMITHIOTEPHOW BU3yaJIM3alliH, 3arpyXkKarh
UX B CICHY IS JalbHEWIEro MX M3y4YeHHUs B Cpejle BUPTYAIbHOW PEaTbHOCTH H

MAaHUITYJIAIIUNA UMH.



B nepcriektrBe npeanonaraeTcs, 94To aHAIU3 MOJIENel OyeT TPOBOIUTHCS
aub0 MEIMKOM, BEAYyLIMM HCCIEAOBaHUE W/WIM JIedeHHUE OOJBHOTO, JIHOO
CHEUATUCTOM, MOATOTABIMBAKOIIMM MpoBeAcHUEe 3D-npuHTHHra i (U3HNYECKOU
BU3yaJu3allii W WHBIX OO0BbEKTOB opranm3ma. Pesymeraret KT, SAMPT u,
TEOPETUYECKH, JIO00r0  MEIUIIMHCKOTO  HUCCIENOBaHUSA C  BHU3yaJu3aluen
TPAJUIIMOHHO MOXHO TnonyuuTh B ¢opmare DICOM (orpacneBoil cTaHmapt
CO3/IaHMsI, XpaHEHMSs, Mepefauyd U BU3yIM3AlUU MEAUIMHCKUX H300paxeHUil u
JIOKYMEHTOB OOCJIE/IOBAHHBIX [MAlMEHTOB). 3aTéM C TOMOUIbI0 CIHEUATIBLHOTO
nporpaMmMHOro obecmneuenus, Hanpumep 3D Slicer, Bbl Moxere mpeoOpa3oBarh
pE3yAbTaT UCCIEAOBAHUS B JIFOOON U3BECTHBIN (popMaT ¢ JAHHBIMHU O MOJICTIH.
ITocTanoBKa 3agauun
B 3agaun naHHOi pabOThI BXOJUT:

1. H3ydeHue cpencTB KOMIIbIOTEPHON BU3YAJIU3ALIAH.

2. Pa3paGoTka MHCTpyMEeHTapusi TMOJb30BaTelis M CPEACTB  YIPABICHUS
aHATOMUYECKUMU OObEKTaMHU.

3. Pazpaborka mporpamMmHOro oOecreueHuss M aJrOpUTMOB ISl OOecCredeHHUs
paboThl OOBEKTOB CLIEHBI U KOPPEKTHOM BU3yaJIU3aIUu.

4. OCBOEHHME OYKOB BUPTYaJIbHOUN peaibHOCTU U UX UCIIOIb30BAHUE JJISI CO3AAHUS
3puTeIbHOTO 3 (eKTa MPUCYTCTBUS IPU B3aUMOJICHCTBUH C aHATOMUYECKUMHU
00BEKTaMHU.

5. Co3manme uHTEpdeiica s ynporieHus padboTsl mosib3oBaress ¢ 3D-ciieHoi.



WebGL u Three.js

B nocnegnue mapy ner Opay3epbl cTaiud Oojiee MOIIHBIMA M CIIOCOOHBI
UCIIOJIb30BaTh MJIAT(QOPMBI JIJIsl peau3allii KOMIUIEKCHBIX MPUIOKEHUN U rpaduKH.
BonbmMHCTBO W3 HUX, TeM HE MeEHee, SBISIFOTCS CTaHAAPTHBIMU JIByMEPHBIMH
rpadukamu. BonmbIMHCTBO coBpeMeHHBIX Opay3epoB mnpussuim WebGL, koTopwrii
MO3BOJISIET HE TOJIBKO co3faBaTh 2D-mpumnokenus u rpaduxu B Opayzepe, HO H
co3/1aBaTh KpacuBbie 3D-TPUIIOKEHNS, UCTIONB3YIOIMNE BOSMOKHOCTH TPaPUICCKOTO

nporeccopa.

[TporpammupoBanrie WebGL HampsiMyro, OHAKO, SIBISIETCS OYEHB CIIOKHBIM.
Bol pomkHbl 3HaTh BHYTpeHHHE JneTanu WebGL u wu3ydaTh CIOXHBIA SI3BIK
3aTeHEeHHs, YTOOBl TOJIYYUTh MaKcUMajbHyl0 oTnady oT WebGL. Three.js
o0OecrieynBaeT OuY€Hb TMPOCTOW B wucmoib3oBanmu JavaScript APl Bokpyr
ocobenHocteir WebGL, Tak 4To Bhl MOXKETe co3maBaTh KpacuBble 3D-rpaduku 6e3

HeoOxonuMocTH u3ydarb WebGL B getansix.

Kak Mbl U cka3anu, coBpeMeHHbIe Opay3ephl MOCTENEHHO MPHOOpPETaloT BCe
0osee MoIHBIE (QYHKIIMH, KOTOPHIE MOTYT OBITH JOCTYIHBI HEMOCPEJICTBEHHO U3
JavaScript. Bel Moxxere sierko q00aBisATh BUAEO W ayauo B HoBble Tern HTMLS u

CO3/1aBaTh MHTEPAKTUBHBIC KOMIIOHEHTHI 3a CUET MCIOJb30BaHUs xojcra HTMLS.



Bmecte ¢ HTMLS coBpemenHnbie Opay3epsl Takxke Hadaau noaaepxkuarb WebGL. C
nomonipio WebGL BBl MOkeTe HampsMyl0 HCIOJNB30BaTh PECYpPChl BUACOKAPTHI U
CO3/1aBaTh BBICOKONPOU3BOJIUTEIbHBIC JBYMEPHbIE M TPEXMEPHBIE KOMIIbIOTEPHBIC
rpaduxu. [IporpammupoBanne WebGL mpoucxoaut HenocpeacTseHHo u3 JavaScript,
co3manve W aHuMmanus 3D CIHeHBl SBISETCS OYE€Hb CIOKHBIM U TOJBEPKEHHBIM
omubOkam mponeccoM. Three.js 3To OubOIMOTEKA, KOTOpas JeIaeT ATOT MPOIECC
HAMHOTO Mpoie. B ciemytomem cnucke NpuBeIeHbl HEKOTOPhIE U3 Belllel, padoTta ¢

KOTOPBIMHU JIeTKO Bo3MoxHa B Three.js:

» Co3aHue NpOCTHIX U CIOXKHBIX 3D reomerpuit

* AHUMAIIMOHHBIC U JIBIXKYIIUECS 00beKThl B 3D-crieHe

* [IpumeHeHne TEKCTYp U MaTepUalioB JJIsl BallluX OOBEKTOB

* Mcnonb3oBaHue pa3IMuHbIX UCTOUHUKOB CBETA JIJIsl OCBEILICHUS CIIEHbI
* 3arpy3ka 00beKTOB, 3D-Moenel 1 nenbIX ClieH

* JloGaBneHue pacmupeHHon noctoopadboTku 3¢ HEeKToB

» PaGora ¢ BarmmMu COOCTBEHHBIMH IICHACpaAMU

* Coznanue o0naka Touek (CrpanThbl)

OcHoBHasg OUONMOTEKa, HCMONb3yeMasi UIsl CO3laHus U OO0paOOTKH Halen

cuenbl — Three.js (3D Javascript Library):

Three.js mpenocrarnser Oonbinoe koiudecTBO (yHkiuid u API, kotopbie
MOXKHO HMCTOJB30BaTh s co3fgaHusi 3D-cuiensl mpsmo B Opaysepe. Three.js - ato
JavaScript APl nns Busyammzanuu uHTepakTuBHBIX 2D u 3D rpaduk, kotopsie

BcTpauBarotcs BHyTpu anementa HTML <Canvas>.



Puc. . I[loooeporcusaemvie bpayzepol

o 3

IE11+

Hoanep:xxuBaembie Busyaausaropsl (Renderers):
WebGL, <canvas>, <svg>, CSS3D / DOM wu apyrue
HonnepxuBaemMble TEXHOJTOTHM:

Scenes, Cameras, Geometry, 3D Model
Shaders, Particles, Animation, Math Utilities.

CTpyKTypa CueHbl:

Puc. . Cmpyxmypa cyenvr WebGL

Renderer

____________________

scene graph objects |

Material

Texture

Hacrtpoiika Web-cepsepa

Lights,

Materials,



Jliss OONBIIMHCTBA MPOCTBIX CKPUIITOB, UCTOIB3YIOIIUX MPOCThIE MOAETH U
BHYTPEHHHE PECYPCHI, JOCTATOUYHO MPOCTO OTKPHITH Mpumep B Opaysepe. Ho korma
Mbl HauMHAEM TOATPY3KY BHEIIHUX PECypCOB, TaKMX KaK MOJEIHU WIH TEKCTYpPHI
n300pakeHuid, mpocto oTKpbeITh (aitmn HTML wemoctarouno. B atom ciyuae Ham
HY)KEH JIOKaJIbHbI BeO-cepBep, 4TOObI yOEOUTBhCSA, UTO BHEIIHUE PECYPChI
3arpyKeHbl MPaBUIIBHO.

EcTbh HECKOJIBKO pa3IMUHbIX CIIOCOOOB pelIeHus JaHHOU MPOOIEMBI:

MOKHO CO3/1aTh MPOCTOM JIOKaJIbHBIM BeO-cepBep ISl TECTUPOBAHMUS, MO0, €CIIH BbI
HE MOXKETE CO3/IaTh JIOKAJbHBIN BeO-cepBep, HO HCToib3yeTe Opay3epsl Chrome mm
Firefox, MOXHO OTKIIIOUUTH OmpeneneHHble (QYyHKIHUU OE30MacHOCTU M Pa3pelluTh
3arpy3ky u3 (ailyioB B HaCTpoiiKax 3amycka Opaysepa.

EcTb MHOrO paszmuyHbIX CHOCOOOB CO37aTh M HACTPOUTH JIOKAJIbHBIA BeO-
cepsep. B ganHoii pabote ObLT HCTIONB30BAH MPOCTON MOPTATUBHBIN JIOKAIbHBINA BEO-
cepBep Mongoose. Eciu Bl ucnonszyere Windows, J0CTaTOYHO CKOMHPOBATH
ucnonHseMbld aitn Mongoose-free-6.4.exe B Karayor, coAep Kalliil Baliy MpuMephbl
M JBaXIbl HAXKaTh Ha WCIONHIEMbIH (aiin, 9To0Bl 3amycTuTh BeO-Opaysep, Tie

MpenaraeTcs KaTajxor MarnKy U3 KOTOPO ObLT 3armyIieH (aii.
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Puc. . Kamanoe ¢aiinos npu 3anycke nokaibho2o eeo-cepsepa

Index of / X i

19414015016

Index of /

Name Modified Size
Dl-basic-animation.html 27-Feb-2015 09:04 5.4k
02-selecting-objects.html l16-May-2016 20:49 7.7k
D3-animation-tween.html 27-Feb-2015 09:04 5.3k
04-trackball-controls-camera.html 27-Feb-2015 05:04 5.3k
05-fly-controls—camera.html 27-Feb—-2015 089:04 5.2k
D6-roll-controls—camera.html 27-Feb-2015 09:04 5.5k
07-first-person—-camera.html 15-May-2016 19:22 5.3k
O8-controls-orbit.html 27-Feb-2015 09:04 3.8k
10-morph-targects.html 27-Feb—2015 09:04 5.3k
11-morph-targets-manually.html 27-Feb-2015 0%:04 4.5k
l12-bones-manually.html 27-Feb-2015 09:04 4.4k
123.html 16-May-2016 21:32 6.3k
l3-animation-from-blender.html 27-Feb-2015 09:04 3.%k
l4-animation-from-collada.html 27-Feb-2015 09:04 3.4k
l5-animation-from-mdZ.html 27-Feb-2015 05:04 4.6k
l6-animation-from-glcf.html 27-Feb-2015 0%9:04 3.5k
321-final.html 15-May-2016 22:54 6.1k
321-sphere.html 02-Jun-2016 01:42 12.6k
322.Jpg 16-May-2016 01:05 415.3k
brain.dae 24-May-2016 15:23 1.8M
chroma.js 27-Feb-2015 0%:04 25.3k
Colladaloader.js 27-Feb-2015 09:04 97.6k
ConvexGeometry.js 27-Feb-2015 05:04 4.0k
cubiki.txt 21-May-2016 16:59 0O
dat.gui.js 27-Feb—-2015 0%:04 48.3k
debug.log 01-Jun-2016 22:43 579
FirstPersonControls.js 27-Feb-2015 0%:04 5.9k
mongoose—5.0.exe 01-Jun-2016 20:53 42.5k
mongoose-free-6.4.exe 01-Jun-2016 20:57 176.0k
orbitaaa.js 16-May-2016 23:33 14.3k
Projector.js 27-Feb-2015 09:04 20.8k
README . md 27-Feb-2015 0%:04 106
skull.dae 21-May-2016 13:48 3.8M
skull.json 21-May-2016 13:01 3.7TM
gkall.stl 21-May-2016 13:34 15.3M
stats.js 27-Feb-2015 09:04 3.4k
STLLoader.js 27-Feb-2015 0%8:04 11.0k
three.jz 27-Feb-2015 09:04 777.6k
ThreeB5SP.js 27-Feb-2015 08:04 17.3k
v4.html 25-May-2016 23:47 9.8k
nogcHesme . rtf 15-May-2016 16€:21 113.0M
Mongoose/6.4

Co3nanme cueHbl, 00bEKTOB U €e BU3yaIu3alus

OrnpeneneHue CUeHBI:

var scene = new THREE.Scene();

11



Omnpenenenue kamepsl. Kamepa omnpenenser To, 4YTO MOJIb30BaTEIb BUIUT B
MOMEHT BU3yaJIM3AIUHU CIICHBI:
var camera = new THREE.PerspectiveCamera(45, window.innerWidth /

window.innerHeight, 0.1, 1000);

Omnpenenenue Buzyanuzaropa. OOBEKT BU3yalM3aTop HECET OTBETCTBEHHOCTH 3a
BBIYHMCIICHHS] TOTO KaK OOBEKTHI CLEHBI OyIyT BBINIAJIETh B Opay3epe Ha OCHOBE
Kamepsl u ymia ooObekta. WebGLRenderer wucmonmp3yer BHaeOKapTy s
BU3yaJIU3allMH CLEHBI:

var renderer = new THREE.WebGLRenderer();

OmnpeneneHne UCTOYHUKA CBETA:
var spotLight = new THREE.SpotLight( Oxfffftf );
spotLight.position.set( -40, 60, -10 );
scene.add( spotLight );

Omnpenenenue o0bekTa(Kyo0):
var cubeGeometry = new THREE.BoxGeometry(4,4,4);
var cubeMaterial = new THREE.MeshLambertMaterial({color: 0xff0000});
var cube = new THREE.Mesh(cubeGeometry, cubeMaterial);

scene.add(cube);

Bb130B QyHKIMM BU3yan3anuu y oobekra renderer:

renderer.render(scene, camera);
Pabora ¢ kamepoii:

Three.js MeeT HECKOJIBKO JIEMEHTOB YIIPAaBIIEHUSI KaMEpO, KOTOPbIE MOKHO

HCIIOJIB30BATh JIA YIIPABICHUA KaMepoﬁ B CIICHC.

12



Tab. . Dnemenmul ynpasienus kamepou

Nmsa

FirstPersonControls

FlyControls

RollControls

TrackBallControls

OrbitControls

[Ipu pa3paboTke HHCTPYMEHTapHs TMOJb30BAaTelIs] M CPEACTB YIPaBICHUS
aHATOMUYECKMMH OOBEKTaMU ObUIM  HUCHOJB30BaHbl  DJIEMEHTHl  YIPaBJICHUS
FirstPersonControls, Tak Kak 3TH 3J€MEHTHl PEATU3yIOT HUHTYUTHUBHO MOHSTHBIN
UHTEeppEeNC ynpaBleHHs OT TMEpBOr0 JMIA € M[OMOIIbI MBIIHM(0030p) H

KJIaBHATypBI(MIEpeMeEIIeHne) U OoO0eCleunBaroT Jydilee BredarieHue or dddekra

IIPUCYTCTBHSI.

Onucanne

Onementsl ynpasinenus FirstPersonControls
BEIYT ce0s Kak B KOMITBIOTEPHBIX HUIpax OT
epBoro Juna. Ectb BO3MOXHOCTH
NEepEMECIICHUE C TIOMOIINBIO KJIaBUATYpbl U

0030pa BOKPYT C TOMOIIBIO MBIIIH.

FlyControls - HMHTATOPA noJieTa.
[lepememienue W ympaBleHHE C TOMOIIBIO

KJIaBUATypbl U MBIIIH.

bonee mpocras  Bepcusi  FlyControls.  Ilo3BossieT

NEPCABUTATHCA U KaTUTHCA BAOJIb OCH Z.

Haubonee dacto ucmonb3lyeMble 3JIE€MEHTHI yIpPaBICHUS,
KOTOpBIE TO3BOJISIET HCIOJIB30BaTh MBIIIb (MW TPEKOON)
JUISL  JIETKOTO — TIEPEMEIICHHs, TaHOPAaMUPOBAHUS U

MacIITaOupOBaHUsI BOKPYT CLIEHBI.

OrbitControls UMUTHPYET CIYyTHHK Ha OpPOUTE BOKPYT
OTIpeIeIeHHON TOYKU WM O00beKTa clieHbl. [lepemenienue

C IMOMOUIBIO MBIIIHN WU KJIaBUATYPHI.

Tab. . Ynpasnarowue snemenmst FirstPersonControl

Ynpapasilouui 3J1eMeHT

JIBM>KEHUE MBI

HeucrBue

OcMoTpeTbes
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JIBUTaThCs BIEBO, BIIPABO,

BIIEpEI, Ha3a ]
JlBurarbcs Briepes
JIBUTaTHCS BIEBO

JlBurarbcs Haza

JIBurarbcsi BBEpX

w

A

S

D JIBurarncs BIpaBo
R

F JIBUTaThCS BHU3
Q

OCTaHOBUTH yNpaBiICHUE

Constructor:
PerspectiveCamera( fov, aspect, near, far)
fov — BepTuKanbHbIN yron o03opa
aspect — OTHOIIIEHNE MEX Iy TOPU30HTATBHBIM M BEPTUKAJIBLHBIM YIIIOM CIICHBI
near — OJTMKHSS TPAHUIIA 00JIACTH BU3YaTH3aIlNH.
far — manmpHsS rpaHUIa 00IACTH BH3YyaTU3AIIHH.

Puc. . Jlocuxa pabomst kamepol

Cameras

A

HacTtpoiika HCTOYHUKOB cBeTa:

HcTouyHuku cBeTa SIBJISIOTCS BaXXHBIMHU 3reMeHTamu Jo0oi 3D-cuensl. bes
CBETa MbI HE YBUANM HU4Yero. Three.js cCOmepKUT OONbIIOE KOTUIECTBO HCTOUHUKOB,

KaXK/bIf U3 KOTOPHIX UMEET KOHKPETHOE MPUMEHEHHE U COOCTBEHHOE TTOBE/ICHUE:

14



Tab6. . Ucmounuku ceema

THREE.AmbientLight

THREE.PointLight

THREE.SpotLight

THREE.Directional Light

THREE.Hemispherelight

THREE.ArealLight

OcHOBHOM CBCT, LBCT KOTOPOIO I[O6aBJ'I$IeTC$I K

TEKyILIeMy IIBETY OOBEKTOB B CLIEHE

EnuHcTBEHHAs TOUKa B MPOCTPAHCTBE, U3 KOTOPOIO
CBET paclpOCTPaHAETCAd BO BCEX HAIlPaBICHUSX.
OTOT CcBET HE MOXET ObITh HCIONb30BAaH JUIf

CO3JIaHUSA TEHEM.

HcTounuk cBeTa MMeeT KOHycooOpasHyo 3(h(exT,
Kak y HACTOIbHOM JJaMIIbI, ITATHA Ha IIOTOJIKE, WJIN

(hakenma. DTOT CBET MOXKET OTOPACHIBATH TEHHU.

Taxoxke Ha3bIBaeTCsd OeCKOHEUHBIM CBET. CBETOBBIE
Jy4d OT 3TOTO CBETa MOXHO paccMaTpuBaTh Kak
napajuieNibHble, KaK, HalmpuMep, CBET OT COJIHIIA.
OTOT CBET TAK)XE MOXKET OBITh MCIOIL30BAH IS

CO3JaHUs TCHEN.

Oco0blil cBeT, KOTOPBI MOXET OBbITh HCIIOJIB30BaH
IJIL co3JaHusi Ooyiee E€CTECTBEHHOIO BHIA Kak
OTKPBITOM  BO3/yX€, HUMUTHPYSd  OCBELIECHHE
OTpakarollel MOBEPXHOCTH U cab0 OCBELIAIOILET0
Heba. DTOT cBeT TaKkKe He JaeT KaKUX-TH0o

(YHKIMOHATIBHBIX BO3MOKHOCTEH JJIS1 TEHEH.

C noMoIbI0 ATOr0 UCTOYHUKA CBETA, BMECTO OHOM
TOYKH B IPOCTPAHCTBE, BBl MOXKETE yKa3aTb PailoH,
3 xotoporo ucxoaut cser. THREE.Arealight He

0TOpachIBacT HUKAKMX TCHEH.
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Puc. . Jlocuxa pa60mbl ucniodYHuKka ceema

Lights

B nannoil pabote 1enp0 ObUIO MPUMEHUTh UCTOYHHUK CBETA, KOTOPBIA OyaeT
pPacIpoCTPaHATHCS BO BCEM MPOCTPAHCTBE CIIEHBI U HE Oy/leT OoTOpachiBaTh TEHH Ha
JIpyrue OOBEKThI, B CBA3M C OTUM, OBUI HCIOJB30BaH HauOoyiee MPAKTUYHBIN
uctounnk cBera THREE.AmbientLight. Takxe Obui 100aBJICHBI JIBa MPOXKEKTOPA

THREE.SpotLight, uTo0bI Bce 00bEKThI CIIEHBI OBLTH OCBEIIEHBI C ABYX CTOPOH.

3arpy3ka u coOXpaHeHHe AaHATOMHYECKUX 00bEKTOB CIEHBI
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Three.js MoxkeT yuTaTh HECKOJIBbKO (popmaroB 3D-(aiiioB 1 UMIOPTUPOBATH
TCOMETPHH M IICJIbIE CIICHBI, ONpe/ieJieHHbIe B ATUX daiinax. B ciaexyromeit Tadbnuie

MIPUBEAECHBI HEKOTOPBIE (popMatsl (ailiIoB, KOTOphIE oaaepxuBatorca Three.js:

Tab. . Dopmamsi atinos mooeneil, noodepxcusaemoix Three.js

JSON CobctBennsniii ¢popmar Three.js. HecmoTps Ha TO, 4TO 3TO HE
odpunmansHelil Hopmar, OH OYEHb MPOCT B HMCIOJIL30BAHUHM H

oOpabarbIBaeTCs OYCHb YI00HO.

OBJor MTL OBJ saBnsercs mpoctbiM 3D-dopmaroM, KOTOpBIN BIEpBBIE
pa3paboran Wavefront Technologies. 3to omun u3 Haubonee
IIMPOKO  pacmlpocTpaHeHHBIX  ¢opmaroB  3D-daiiioB u
WCIIONB3YeTCsl I OnpeAesieHuss reomeTpun oowvekra. MTL
apisiercs popmarom komnanboHoM OBJ. B ¢aiine MTL yka3an

Marepuai 00beKTOB, Haxonsmxcs B ¢aitie OBJ.

Collada Collada mpencraBnsier coOoit  Qopmar s OmpeaeseHuUs
unpoBbIX akTHBOB B (Qopmare XML. DTo Takke MIUPOKO
UCIIONIb3YEMbIH  ()OpMaT, KOTOPBIH TOIACPKUBACTCS TIOYTH

Bcemu 3D NPUITOKCHUAMHU U BU3YyaJIN3aTOPAMHU.

STL STL - ¢opmar crepeonutorpaduu. [llupoko ucmonb3yercs s
opicTporo mpororunupoBanus. Hanmpumep, momenu mis 3D

NPUHTEPOB yacTo onpeneisitorcs B STL daitmax.

Pa3zpabotka reomerpun kaxaon 3D-mMonenu — TpyIoeMKHid TTPOLiecC, KOTOPhIM
3aHUMAIOTCs MpodeccuoHanbHbie rpaduyeckue auzaiHepsl. B Hamieil pabore He
CTaBWJIACH 1I€JIb CO3JaHUSI MOJACIH «C HyJs». [loaToMy ¢ OecriaTHbIX MCTOUYHHMKOB
OBLIM 3arpy’>ke€Hbl TOTOBBIE TEOMETPHH MOJETEH aHATOMHYECKUX OOBEKTOB (KOCTH
ckenera M 4yenoBeueckuid Mo3r) B (opmarax Collada. Ilpu >xenanum BBl Bceraa
MOXeTe TMpeodpa3oBaTh OAWMH (opMar B Apyrol C MOMONIBIO CHEHHUATBHBIX

IpOrpaMM--KOHBEPTEPOB.

Ecnuy BBl IOCMOTPUTE HA UCXOIHBIA KOJI IPOTPAMMBI, BBl MOYKETE YBUJIETh, YTO
JUISL HEKOTOPBIX W3 3arpy’kaeMbIX MOJEIIEN HaM HYXHO H3MEHUTbh HEKOTOpbIE

CBOMCTBA mMarcpuajlia Win CACJIaTb MaCHITa6I/IpOBaHI/Ie, YTOOBI MOJCJIb OKa3aJlaCb
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npaBuibHOW. [IpuunHa, MoOYeMy MBI JIOJDKHBI 9TO J€aTh, 3aKJIIOYAETCS B TOM, UYTO
MozieNIb co3daeTcsa B ee BHemHeMm npuioxkeHuu (Blender, 3ds Max, 3ds Maya),
npuaaBas €l OTIMYHBIE pa3Mephl M TPYNIUPOBKY OT TOH, YTO MBI OOBIYHO

ucrnonb3yeM B Three.js.
[Tpumep 3arpy3ku mozaenu mosra B hopmare Collada:

var loader = new THREE.ColladaLoader();
var brain;

loader.load("brain.dae", function (result) {

var geometry = result.scene.children[0].children[0].geometry; var
mat = new THREE.MeshLambertMaterial({color: 0x77771f, side:
THREE.DoubleSide});

brain = new THREE.Mesh(geometry, mat);
brain.scale.set(3, 3, 3);

scene.add(brain);

Cpeacrsa ynpaBjieHUsI aHATOMUYECKUMHU 00beKTaMU
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B nannoii r1aBe onucaHbl peaqu30BaHHbBIE CPENICTBA YIPABICHUSI 00bEKTaMU 1
MOKa3aHbl MPOTPAMMHO-MAaTeMaTUYeCcKoe O0O0eCleueHne, METOAbl U  TOJXOIbI,

HCIIOIb3yEMBIE TIPU PeaTU3alMu CPEACTB YIPABICHUSI.
Ilepemenienue 00LEKTOB ¢ MOMOIIbLIO MbBIIIIN:

W3menenne mONMOXKEHUST OOBEKTOB CIIEHBI C TOMOINBI0 MBIMKA  OBLIO
peaTM30BaHO TYTEM PETUCTPAllK B TMpOorpamMMe ONPEIeIeHHBIX 00padOTYMKOB

coObITHsl MeTogamu unTepdericos Web API:
document.addEventListener('mousedown', onDocumentMouseDown, false);
document.addEventListener('mousemove', onDocumentMouseMove, false);
document.addEventListener('mouseup’', onDocumentMouseUp, false);

onDocumentMouseDown,  onDocumentMouseMove, = onDocumentMouseUp —
O00BEKTHI, KOTOPHIE NPHUHUMAIOT YBEIOMJICHHE, KOT/a COOBITHE YKa3aHHOTO THIIA
MPOU30ILI0. ITO MOXKET ObITh 00BEKT, peanusyromuil uatepdeiic EventListener nimn
npocto  Qyukuus JavaScript. B npencraBieHHOW  mporpamMme  JaHHbIE

00BEKTHI — (DYHKIIUU OMTUCAHHBIE B KOZE MPOTPAMMBI.

[Ipn Haxkatuu JIEBOM KHOIIKM MbIM 3amyckaercs onDocumentMouseDown.
B kome Bcex (Qynkumii ™Mbl ucnoiaszyem THREE.Projector Bmecte ¢
THREE.Raycaster, yTo0ObI onpeAenuTh, HaXKadl JTU Ha KOHKPETHOM OOBEKTE CIICHBI.

Yto IMPOUCXOAUT, KOTJa Mbl HA)KNMAEM Ha 3KPAHC, BBITTIANUT CICAYIOIIUM 06p8.30M1

1. Bo-niepBrix, co3maercss THREE.Vector3 Ha ocHOBE MO3UIIUM, TJAE MBI

IICJIKHYJIN Ha OKpPaHEC.

2. Jlamee, ¢ momompio GYHKIHH vector.unproject, Mbl KOHBEPTHPYEM
HIEJIKHYTYIO TO3UIMIO Ha JKpaHe B KoopauHaTel B Hamed Three.js
cuere. [pyrumMu cioBaMu, MBI MpOELHUPYEM KOOPIAMHATHI JKpaHa B

MHUPOBBIC KOOPAWHATHI.
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3. Hanee, mbl co3naeM THREE.Raycaster. C THREE.Raycaster, Mmbl MOXeM
Opocarb Jy4d B Halled ciieHe. B 3ToM cilyyae Mbl MCIyCKaeM Jiyd OT
nonoxeHus: kamepsl (Camera.position) K TO3UIMH, KOTOPYIO MBI

IOICJIKHYJIN B CIICHC.

4. Ucnonsdyem ¢yHKnuio raycaster.intersectObjects, 4ToObI OmMpenenuTh,

KaKHC U3 YCTAHOBJICHHBIX 00BEKTOB OBLIU IMMOPAKCHBI 3THUM JIYHOM.

Puc. . Unnrocmpayus pabomer THREE. Raycaster

T

5. 3amoMuMHaeM  TEpBbIM  mepecedyeHHbl  oO0bekT  selection =

intersects[0].object;

6. CoxpaHsieM TpEXMEpHBII BEKTOp CMEIIEHHUS TOYKM Ha TUIOCKOCTU C
KOTOPOM TMepeceKcsl JIyd OTHOCUTENIbHO LEHTpa IuiockocTu. HeBunnmas
MJIOCKOCTh, KOTOpas BCEIJIa HAXOAUTCS B TTO3UIIUUA OOBEKTa, HA KOTOPHIA
B JIaHHBI MOMEHT HaBEJIEH Kypcop W MapajulelibHa JKpaHy. B astoi
IUIOCKOCTH W TepeMemniaercs OOBeKT TMpH JaHHOW  MO3HMIHU

Habmoparens. offset.copy(intersects[0].point).sub(plane.position);
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IIpu mepememienun Kypcopa MblH 3amyckaercss onDocumentMouseMove. Uto

IIPOMCXOIUT, KOTZA Mbl IEPEMEIIAEM KypCcOp Ha 3KpaHe, BBIVISIUT CIEIYIOIIUM

o0OpazoM:

Bo-nepseix, coznaerca THREE. Vector3 Ha ocHOBE mo3unuu, rje Kypcop

HaXOJUTCA Ha 3KpPaHC.

Jlanee, ¢ noMouipl0 (QYHKIMU Vvector.unproject, Mbl KOHBEPTUPYEM
HO3MIIMIO Ha ’KpaHe B KoopauHarel B Hamei Three.js cuene. [dpyrumu
CJIOBaMM, Mbl TPOEHUPYEM KOOPAMHATHI SKpaHa B  MHUPOBbBIC

KOOPJAWHATHI.

Hanee, mbl coznaem THREE.Raycaster. C THREE.Raycaster, Mmbl MOxkeM
Opocarp JIy4d B Halllei creHe. B 3ToM ciaydae MBI UCITyCKaeM JIyd OT
nosioxkeHus: kamepbl (Camera.position) K TO3WIHUH, KOTOPYH) MBI

LIETIKHYJINA B CLICHE.

Ecau oObekr selection He mmycTo#l, cMmeliaeM MO3UIMIO BHIOPAHHOTO
oObekTa (selection) Ha TOUKY MepeceUeHus Jyya C MIOCKOCTHIO MHUHYC

cmernienue offset, momydeHHoe MpU HAXKATUUW KIIABUILIN

Ecnmu oObexT selection mycToi — mepeMeniaeM HEBUIUMYIO TUIOCKOCTh B

MO3UIIMIO0 00BEKTA HAa KOTOPBIN HAaBEJEH KypCop.

IIpn oTnyckaHuu JIEBOM KHOIIKM MbIIIM 3amyckaercs onDocumentMouseUp. Eciun

KiIaBUIIa OTIIYCKACTCA, 3HA4YUT, ICPCMCIICHHC 0o0BbeKTa 3aKOHYHJIOCh, IIO3TOMY

HE00X0IMMO OOHYJIUTh TEKYLIUI BbIOPAHHBII OOBEKT:

1. camControls.enabled = true;

2. selection = null;
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Puc. . HepeMeu;eHue 00bexmos ¢ NOMOUWbIO MblUU 6 npocpamMme

Busyaauszanusi y4acTKOB MO3ra.

[onoBHOIT MO3r SBISETCS IIABHBIM PETYISATOPOM BceX (YHKIUI KUBOTO
opranuzMa. OH TpencTaBiseT coOOW OMWH U3 AIEMEHTOB IEHTPAIbHON HEPBHOU
cucteMbl. CTpoeHHUE U (PYHKIIUU FOJIOBHOTO MO3Ta — MPEAMET U3YUEHUS] METUKOB 10
CHUX TIOD.

CrpoeHne rojIoBHOTO MO3ra MOXHO paccMarpuBaThb B HECKOJIBKHX AaCIEKTaX.
Tak B HEM BBIACISIOT 5 MIABHBIX OT/AEJIOB Mo3ra: koHeuHbld (80% o0011ei Macchl);
MIPOMEKYTOUHBIN; 3aJHUM (MO3KEUOK W MOCT); CPEIHUMN; MPOAOITOBaThid. Taxxke
TOJIOBHOW MO3T pa3feiisioT Ha 3 4yacTu: OOJblIMEe TONyIIapus; CTBOJ MO3ra;
MO3XKEUOK.

B mporpamme peann3oBaHa BH3yanu3alds CIEAYIOIIMX YaCTEd TOJIOBHOIO
MoO3ra:

« Bucounas npasas u JieBas 10711
« 3arbuIoOYHAas J0JIS

« Temennast noyis

« JloOuas nous

o  Mo3Keuok
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« Twunopus

[Iponecc Bu3yanuzanuu:

[Ipu cBOOOMHOM MONETe KaMephbl OT MEPBOTO JIWIA, IPH HaBEICHUU Kypcopa
MBIIIIA HA OINPENIEIICHHYI0 Y4acTh MO3ra, 3Ta 4acTh OKPAIIMBAECTCSA B 3€JICHBIN IIBET,
OoCTaJibHas 4aCTh MO3Ta CTAHOBUTCS MPO3pavyHOU. Takke BHYTPHU CLEHBI B TEKCTOBOM
BHUJIC BBIBOIUTCS WH(OpMAIUs, COAEpKallasi ONUCAHWE BBIJICICHHOW YacTH
TOJOBHOTO MO3ra. OTOT TEKCT MOMENIAETCSd Ha pacCTOSHUE PABHOM IOJIOBUHE
pPacCTOAHUS MEX]y BBIACICHHOW YacThlO M KaMepOW B JIAHHBIM MOMEHT M BCEraa
MOBEPHYT B CTOPOHY KaMephbl, TAaKUM OOpa30oM, ONMUCAHWE yYacTKa MO3ra BUIHO

MOJIL30BATEIIO C JIF000H MO3UIUH.

Puc. . Buzyanusayus yuacmkoe mozea 8 npocpamme

Frontal lobe:

The dopamine system is associaied oY

ShivAtian

short-term memory tasks, planning, and M«
—

Ynpagiienne NpoCTPAHCTBEHHBIMH XapPaAKTEPUCTHKAMHU 00bEKTOB

Heckonbko corpyaaukoB u3 Google co3manu OMOIMOTEKY IMOJ Ha3BaHUEM
dat.GUI, xortopas TO3BOJSET OYEHb JIETKO CO3/aBaTh MPOCThIE W TOHSTHBIC

KOMITOHEHTHI TI0JTb30BaTEIbCKOTO HHTEpderica.
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OkHo dat.gui B pa3paboOTaHHOM IPOTPAaMMHOM OOECIICUCHUH BBITJISIUT
CIIEIYIOIINM 00pa3oM:

Puc. . Oxkno ynpasnenus macuumabom u nosopoma oovexma

scaleX

scale’

scaleZ

rotationX

rotation™”

rotationZ

Close Controls

structure — ecJiv aKTHBHA, BKJIIOUEH PEKUM BU3yaJIH3allMM yYaCTKOB MO3Ta.
skullOpacity — ecnu akTHBHA, Yeper CTAHOBUTCS MPO3PAYHBIM.

SaveScene — coxpaHeHHE  TEKYIIErO0 COCTOSHHMS  CIEHbl  (TO3ULIMU U

POCTPAHCTBEHHBIE XaPAKTEPUCTHUKU BCEX aHATOMUYECKUX OOBEKTOB).

LoadScene — BOCCTaHOBIIEHHWE COXPAHEHHOTO COCTOSIHHUSI CIIEHBI (BCE OOBEKTHI

IMOJIY4YarOT COXPAaHCHHBIC ITO3UIIUHU U ITPOCTPAHCTBCHHBIC XadPAKTCPHUCTHUKHU B CHGHG).

ScaleX, ScaleY, ScaleZ — Tpu mkayibl, U3MEHSIONIME MacIITa0d TeKyIlero oobeKTa 1o
X, mo Y u 1no Z COOTBETCTBEHHO. TeKylMM OOBEKTOM SIBISETCS MOCIEAHUMN

“KIIMKHYTBIN 0OOBEKT B CIICHE.

rotationX, rotationY, rotationZ — TpHW IIKadbl, U3MCHSIOIIUE TOBOPOT TEKYIIETO
00BbEKTa OTHOCHTEJILHO TOYKH €ro MOJIOKEHHS 1o X, M0 Y ¥ 1o Z COOTBETCTBEHHO.

TexymuM 00BEKTOM SIBISIETCS] TOCJIETHUN “KIIMKHYTHINH 0OBEKT B CIICHE.

Close Controls — cBopauuBaet okHo dat.gui
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Puc. . HUcxoonoe cocmosinue anamomuuecko2o obvexma

Puc. . Anamomuueckuui oowvexkm ¢ uzmenenuvim macumabom no X, Y u Z
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Puc. . Anamomuuecxuii oovexm noseprymsiii omuocumenvrno X, Y u Z

OukM BUPTYaJIbHOM PeajibHOCTH

Wnem BUPTYa/IbHOM peanbHocTu (aHrn. Head-mounted display) —
YCTPOWCTBO, NO3BO/IAIOLLEE YACTUYHO NOTPY3UTbCA B MUP BUPTYaIbHOM peasibHOCTH,
co3gatowee 3pUTENbHbIN W aKyCTUYECKUM 3PPeKT npucytcTeuMAa B 3aL4aHHOM
YyNpaBAAWMM YCTPOMCTBOM (KOMNbIOTEPOM) NpocTpaHcTBe. MpeactaBnaet coboit
KOHCTPYKUMIO, HaZeBaeMykd Ha T[0/IOBY, CHAbGMXeHHYyl0 BWAEO3KPAHOM M
aKyCTUYEeCKON cMcTeMON. HasBaHMe «wnem» JOCTaTOYHO YCNOBHOE: COBPEMEHHbIE

MOJZeNM ropasao 60/blie NOXOXKM Ha OYKM, YEM Ha LIAEM.

lWnem  co3paét  obbémMHOE  M300parkeHMe,  OEMOHCTpUpys  ABa
n306parkeHna — Nno OAHOMY AN KaxKAoro rnasa. Kpome TOro, WAem MOKeT
CoAEepPKaTb TMPOCKOMUYECKMI UAM  UHOPAKPACHbIA A4AaTYMK  MOJIOXKEHUA TO/10BbI
(Tpacep).
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Ha pblHKe ysKe ecTb HEeCKO/NbKO MpousBoAuTeNei AOCTYMHbIX Moaeneln

Bnaeooykos: Oculus Rift, Sony HMZ, Gear VR, HTC Vive, Sony Project Morpheus u

Apyrue.

TuNWYHble  Waembl  BUPTYaZlbHOM  peasbHOCTM  (OYKM  BMPTYaANbHOM
peanbHOCTW) UCNOb3YIOT OAMH UK ABa AUCNAEA C IMH3AMU U, MHOTAA, 3epKanamMu.
B KauecTBe Aucnaees MOryT MCNOJIb30BAaTbCA MUHMUATIOPHbIE 3IEKTPOHHO-/y4YeBble
npubopsl, KK-gucnnen, LCos-npoeKTopbl, opraHN4Yeckne  ceetoauoapl. MHorga

MOTYT MCNOJZ1Ib30BaTbCA HECKOJ/IbKO MUKpPOAUCNAeeB ANA yBendyeHna nona 3peHna.

LLnembl NPUMEHAITCA BOEHHbIMU U TOCYAAPCTBEHHLIMWN CNYXKOaAMMK, a TaKKe B
rpaXK4aHCKOM M KOMMepYecKon obnacTu, Hanpumep, B MeauUMHE, BUAEOUTPaAX,
cnopTe ¥ Tomy npoyee. NPUMEHSAIOTCA B XMPYPrUn ANA U3yYeHMAa Tomorpapuueckmx

CHMMKOB (KOMNbloTepHas Tomorpadusa, MarHUTHO-pe3oHaHCHan Tomorpadus).

OcBoeHME OUYKOB BUPTYaJIbHOM PEATBHOCTH U UX UCIOJIB30BAHUE JIJISI CO3/IaHMS
3puTeabHOr0 3¢ (eKra MNPUCYTCTBUS MPU B3aUMOACUCTBUU C aHATOMUYECKUMH
00BbEKTaMHM CTaJI0 OJTHOM M3 LIeJIell CIMCKa HaluX 3a/ad.

B pabore 6bu1H ucnonb30BaHbl 04KH GUpMbI Sony, monens HMZ-T1:

Puc. . Ouxu eupmyanvnoii peanonocmu Sony HMZ-T1

Texunueckne xapakrepuctuku Sony HMZ-T1:

TpeOoBaHusi K NMTAHUIO
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Mognens miia CeBepHoit Amepuku: 120 B nepemenHoro toka, 60 I'n

Monenu s BenukoOpurannu, ['oakonra u Esponer: 220 B — 240 B, 50/60 't
Monens ans Poccun: 220 B — 240 B nepemennoro toka, 50/60 '

Mopnenb nns TaiiBans: 110 B nepemennoro toka, 60 '

Mognens mis Kuras: 220 B — 240 B nepemennoro toka, 50/60 I'ip
IMoTpedasiemast MOIIHOCTH

15 Bt (BO Bpems paboThIl)
0,35 Bt (B pexxume OxKUIaHUSA)
1,6 BT (B pexxuMe 0KuAaHUSI IPU UCTIONB30BAHUN CKBO3HOTO MPOXOXKICHUSI CUTHAJIOB

HDMI)
Pabouasi remneparypa
Otr5°C no35°C
Pa0ouasi BJIa:KHOCTH

Ot 25 % no 80 %

Pasmepsl (LILIXBXI, BKiIH0OYasi MAKCUMAJIbHO BHICTYNAIOLIHE YACTH)

OcHoBHOII ONOK ¢ KperuieHueMm Ha rTojoBy: Ilpubmms. 210 MM X 126 MM X 257 MM

bnox mpomeccopa: [Tpu6muz. 180 MM % 36 mm x 168 MM

Macca

OcHOBHOMH OJIOK ¢ KperuieHreM Ha rojioBy: [Ipubnus. 420 r (6e3 COeTMHUTENBHOTO MIHYPA)

bnox npomneccopa: [Ipu6nus. 600 r (6e3 ceTeBoro urHypa nepeMeHHOro TOKa)
Paccrosinne Mexx1y 3paukamMu

55 MM — 72 Mmm
Haymnuku

YacrorHas xapakrepuctuka: 12 I'm— 20000 I'xg
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IMpunaraemplie akceccyapbl

CeteBoii mHyp nepeMeHHoro Toka (1)

Kab6ens HDMI (1)

Caero3amuTHas T1a3Has HakJIaaka (mo 1 [uist 1IeBOro M mpaBoro riasa)
Kiunca nyxxu oronosbs (1)

Hepxarens coenuHUTENBHOTO TTHYpa (1)

HanoGwusrii cynmoprep (2)

Kppimika Hano6noro cynmoprepa (1)

CrnpaBoyHO€E PYKOBOZCTBO (1aHHOE pyKOBOACTBO) (1)

PykoBoncTBo mombs3oBaress (1)

B mpencraBienHoil pabote ObLIM pacCMOTPEHBI COBPEMEHHbBIE MOAXOIbI U

BUPTYAJIbHBIC TCXHOJIOTHUU B 3D-BH3yaHI/ISaHI/IH N CBA3aHHBIC C HUMH ITOHATHA.

Hcnonp30BaHuEe OYKOB BHUPTYyaJIbHOM PEANBHOCTH IIO3BOJIMIO YaCTUYHO
MOTPY3UThCA B MHUP BUPTYyaJIbHOW CLEHBI, PACCMOTPETh MEAUIMHCKUE OOBEKTHI C
pa3IMyYHBIX CTOPOH W YIJIOB 0030pa, CHAPYXKU U M3HYTPU HA OCHOBE Kamepbl OT

MEPBOTO JIMIIA, @ TAKKE CO3/1aTh 3pUTEIbHBIN U aKyCTUYECKUI 2P PEKT MPUCYTCTBUS.

Bbbu10 0TMEUYEHO yA00CTBO UCIIOJIB30BAHUS TAKOTO MOAXO0AA MPU PACCMOTPEHUU
00BEKTOB W WX O0coOeHHOCcTel. OUKM TO3BONIMIM 3a7aTh OONbIIWNA yrona o03opa B
HAaCTpOMKax Kamepbl, a HE OrPAHMYMBATHCA pa3MEpaMH SKpaHa MOHUTOpa. ITO
MTO3BOJIMJIO BUJETH OOJIBIIE KOJTUYECTBO AHATOMUYECKUX OOBEKTOB B JAHHBII MOMEHT
U yBeIMYUIO 3PPeKT npucytrcrBus. Takke MOXKHO OTMETUTBH, YTO HCIIOJIb30BAHUE
Sony HMZ-T1 He BbI3BIBAET yCTANOCTh IM1a3. /{10 B TOM, 4TO B OYKaX BAalllM [JIa3a HE
c(hOKyCUPOBaHbI HA OJJHOM PACCTOSTHUH, @ IOCTOSTHHO CMOTPSIT HA Pa3HbIE MPEAMETHI
Ha pasHbIX paccrosHuAX. I103TOMY 3padyoxk HAXOOWUTCS B PEXUME, B KOTOPOM OH

HaxXoJUuTCs B peanLHoﬁ KU3HU.
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Puc. . I[Ipocmomp pazpabomanmoii cyenvl 8 O4Kax GUPMYAIbHOU PEaibHOCHU

Kubepo6osie3un (cybersickness)

KubepOose3np niu kubepykaunuBanue (aHml. cybersickness) —

(YHKITMOHATBHOE PACCTPOMCTBO, BEI3BIBAEMOE TTPOCMOTPOM CTEPEOKHHO.

OCHOBHBIE CUMIITOMBI:
-HanpsHKeHUE T1a3
-HapylIEHUE OPUEHTAIIMHU B IPOCTPAHCTBE

-TOIIHOTA X PBOTAa
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[Tpuunna Oone3Hu:

MpuunHon 6onesHn ABNAETCA CEHCOPHbIA KOHPAUKT Mexay YacTamu
3puTenbHOro annaparta. Korga TpexmepHbl 06beKT Kak Obl MOKMAAET NIOCKOCTb
3KpaHa, Npu B3rs4e Ha Hero rnasHble A610KN NOBOpPaYnBatoTCA BOBHYTPb. O4HAKO
XPYCTAa/IMKM  NPOAONKAIOT (OKYCMPOBATb CBET, WCXOAAWMMA OT 3KpaHa, uYTOObI
n306paxkeHne CoOXpPaHAIo CBOK YETKOCTb. HecMoTpsa Ha To, YTO NOIOXKEHNE 3PAYKOB
M3MEHUNOCb, KPWUBM3HA XPYCTa/IMKa OCTaeTcAa MnpexHen. Takoe COCTosiHue He

HOPMa/IbHO N MOXKET BbI3BATb NMPUCTYN TOWHOTLI.

B coBpemMenHocTH:

MHorve nogM npuv NpPocMoTpe TPexXMepHbIX GUIbMOB TaK¥Ke MCMbITbIBAOT
Yype3sMepHoOe Hanps)KeHue [N1a3, ro/IOBOKPYKEHUEe, TOLWHOTY M MO3biBbl K pBOTE.
[xxyam BappeTT n3 OpraHusauum BOEHHbIX Hay4YHO-TEXHUYECKUX
nccnenoBaHMin ABCTpanMm HasBana 3TO cocTosiHue «KMbepyKaumBaHMemM»

(cybersickness).

B pykoBoactBe mnonb3oBarens o4ykoB Sony HMZ-T1 o0003HayeHbl Mepbl
MPETOCTOPOKHOCTH JJII OXPaHbI 310pOBbs. B TOM umncie B pyKOBOJACTBE MOKA3aHO,
YTO HEKOTOpbIE JIIOAM MOTYT HCHBITBIBATh JTUCKOMQOPT (HApuMep, 4Ype3MepHOe
HanpsDKEHUE 3pEHUSs, YCTAIOCTh, MPUCTYIBlI TOIIHOTHI WM YKAaUWBAHHME) BO BpEMs
OpOCMOTpa BHUJICOM300pKEHUN WM Urp. Sony pPEKOMEHIYET BCEM 3pHUTEINsM
pEryJasipHO JenaTh MepephlBbl IPU NPOCMOTPE BUAECO WJIA BO BpeMs HIP.
[TpomomKUTENBHOCTD U 4aCTOTa HEOOXOJUMBIX MEPEPHIBOB 3aBUCAT OT 0COOEHHOCTEH
Ka)KJIOTO 4YeJIOBEKa. Bbl TOJKHBI caMHu peluTh, YTO BaM JIydile MOoaAXoAuT. Eciau Bel
UCIIBITHIBAETE TUCKOM(POPT, HEOOXOIUMO MPEKPATUTh MPOCMOTP BHJIEO WIH UTPY IO
T€X TIOp, TIOKa JTH CHMIOTOMBI HE HCYE3HYT; NpPH  HEOOXOAHMMOCTH

IPOKOHCYJIETUPYUTECH C BPAYOM.
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B xozne NPEICTaBICHHON  paboThl, 1ociie [IPOAOJDKUATEIILHOIO
BPEMSIIPOBOXKACHUS B OYKAaX BUPTYaJIbHOU pEasbHOCTU OBLJIO OTMEUEHO HEOOJbIIOE
qyBCTBO JUCKOM(OpPTA, a UMEHHO: HEKOTOPOE BpeMs 0oJiella rojioBa, HO HE CHUIIBHO,
CMOTPETh Ha HACTOSIINE OOBEKTHI OBIJIO HE COBCEM MPUSATHO, IEPEMEIIEHUE Ka3al10Ch
CIIMLIIKOM MeUIeHHbIM. OJIHako, uYepe3 HECKOJIbKO MHUHYT IO0J00HOE COCTOSHUE
npoxoamio. CHiibHOE 4yBCTBO JUCKOM(OpTa OBLJIO MCHBITAHO MPU PacCMaTpUBAHUU
HeKoTOphIX 3D-creH, n300pakaomuX Kakyr-In00 MECTHOCTh, HallpuMep, ropoj, B
KOTOPBIX Kamepa MoIIa IMOBOpadnBarh Mo yriy KpeHa. [Ipu Takux moBopoTax 3emiis
IIOCTENEHHO CTaHOBHUTCS HEOOM, a He0o 3emiiel. B Takux ciyuasx cpasy HacTymaer

TOJIOBOKPYXCHHNC U HAYMHAIOT OoJIeTh IV1a3a.

JlonoJTHUTe/IbHBbIE 0COOEHHOCTH M MPOrPaMMHbIE CPeICTBA CIEHbI

ITanopama

B BupTyanbHOW cueHe ucrnonb3yetca chepuyeckas naHopama, OHa Ke
BMPTya/sibHaA NnaHopma, oHa e 3D-naHopama — ocoban naHopamHas ¢oTorpadus,

npeagHasHavyeHHaA A/14 MNoKa3a Ha KOMIMbOTEpPE.

BupTyanbHasa naHopama coaepKuT nsobparkeHne oxsatom B 360 rpaaycos no

oboum ocam. Bbl morkeTe NOCMOTPETb Ha NpeaMeT CO BCex CTOpOH. Peanunsauyma
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nporpammbl MO3BONAET MNPU MOBOPOTE Kamepbl C noboro pakypca BUAETb
chepuryeckyto npoeKkumio 3arpyrkaemont ¢otorpadpun. Takmm obpasom cosgaerca
ouwlylleHne, 4YTO no/sb3oBaTeNb NPUCYTCTBYeT B mecTe, rae Obina caenaHa

doTorpaduma.

Puc. . 360°-pomocpagpus, ucnonvzoeannasn 6 npoepamme 8 kauecmee NAHOPAMbl

CpencrtBa otiiaaku console.log

Console.log() - ouenp ynoOHOE CpeACTBO JJIsSI OTJIAJAKHA, OCOOCHHO, KOT/Ia BbI
Ha3BaJIM CBOM OOBEKTHI YKa3aB KaXKJOMY CBOMCTBO name. JTO MOXET OBITh OYEHb
MOJIC3HBIM, B CJly4ae €CJId HY)KHO HAWTH TMPOOJeMbl, CBS3aHHBIE C KOHKPETHBIM

00BEKTOM B BalllEl CIICHE.

Nudopmanusi ykazaHHass B aprymeHTe (QyHKIud OyaeT oToOpakeHa B

KOHCOJIM Opay3epa, KOTOpPBIH BbI HCMONb3yeTe. JJis TOro, 4TOOBI OTKPBHITH KOHCOJb
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Opay3epa, Hanpumep, B Mozilla Firefox nocrarouno naxars Ctrl+Shift+K. B npyrux

Opay3epax HeoOX0IUMO 3aiiTu B MeHIo 1 HailTh myHKT MHCTpyMeHTHI pa3paboTyuka.

Hampumep console.log(scene.children); Beimact criemyronryro nHGpOpMAIUIO

B KOHCOJIb Opay3epa:

Puc. . Konconv bpaysepa

R | £} Wucnexrop *_ Koncone () Ornagunk {} Crwnn 3 Mpodaiinep = Cem
& Cems @ 5 Q 15 @ 3awuTa @ XypHan @ Cepeep OypcTiTe

HTML- BoKYMEHT HEe COoOep¥WT OObABNEHWA KOOWPOBKW CHMMBONOB. ECnW JOKYyMEeHT COOSPHMT CHMBONW, He E
ofbABNEHa B JOKYMEHTE WAW B NPOTCOKONE MNepenauqu.

.MWebGLRenderer B89

THR

Array [ Object, Object, Object, Object, Object, Object, Object ]

Array [ Object, Object, Object, Object, Object, Object, Object] - MaccuB BCeX

00BEKTOB HaIlICH CICHBI, TO €CCTh IICTGfI 00BeKTa scene.

KnuknyB Mblmbto, HampuMep, o Bropomy Object B criucke, OyieT BbIBEACHA

ciemyromas HGOPMAIIHS:

34



Puc. . [loopobnas ungpopmayus o oovexkme 6 KoHcoau opaysepa

Ceolicmsa usempa

Object

_ webglActive: true
__wehglinit: true
_listeners: Object
_modelViewMatric Object
_normalMatrie Object
castShadow: false
children: Array[0]

coler: Object
frustumCulled: true
matrie: Object
matrocAutoUpdate: true
matridWerld: Object
matrixWerldMeedsUpdate: false
name: ""

parent: Object

position: Object
quaternion: Object
receiveShadow: false
renderDepth: null
rotation: Object
rotationAutoUpdate: true
scale: Object

type: "AmbientLight”

up: Object

userData: Object

uuick "80EBTDET-813C-4312-82B8-47TAEOTOFD345"
wvisible: true

__proto__: Object

B nannom cinyuae Ham o0bekT — THREE.AmbientLight, ocHOBHOI ncTOYHMK

CBETa, KOTOPBIN OBLI T00ABJICH B CIICHY.

JlokanbHOE XpaHWIHIIE JAHHBIX

Web Storage API mnpemocraBisier MeXaHH3MBbI, TpPH TIOMOIIU KOTOPBIX
Opay3epbl MOTYT O€30MaCHO XPaHUTh Mapbl KIKOY/3HAYEHNE B UHTYUTUBHO MOHSITHOM

MaHepe.
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B ocnoBe Beb xpanumuiia jgexar 1pa MEXaHH3Ma:

. XpaHuJuIie ceccuu (sessionStorage) 0OCIyKUBaeT 00JaCTh XpaHEHUS IaHHbBIX
U KaKIOTO JOMEHA, JOCTYIHOE Ha MPOTSHKEHHH CecCHH. (TIOKa Opay3ep OTKpHIT,
Jake B CITydae rmepe3arpy3Ku CTPaHUIIb)

. nokanbHOoe xpanwnuiie (localStorage) nemaer Toxke camoe, HO COXpaHSET

JaHHBIE JTAXE B CIIy4ae, €CJIM IEPEOTKPLITh Opay3ep.

[lpr HanmucaHWM MPOTPAMMBI JJISl XPAaHEHHUS MPOMEKYTOUHBIX JTAHHBIX OBbLI
ucnoib3oBaH localStorage. JlanHble U3 JaHHOTO XPaHWJIMILA MOATPYKAIOTCSA TOJIBKO
IpU BBI30BE COOTBETCTBYIOIIEH (YHKIMM, a HE IPU KaXKJOH 3arpy3ke CTpaHUIbL.
[TonoOHBIM CITOCOOOM MOKHO BPEMEHHO XPAHHUTh U OOoJbIIME OOBEMBI JAHHBIX, IPH
TOM 3TO He OyleT CKas3bIBaTbCsl HA IMPOU3BOAUTENBHOCTH Ballero caifta. Taxoke
naHHble, Haxoxasmuecs B localStorage, xpansTcs O6eccpoyHO M OyayT COXpPaHEHBI
Jake Toclie nepesanycka padoTel koMibioTepa. OIHaKo MpU padoTe CTOUT NOMHUTB,
YTO JIOKAJIbHOE XPaHWIMILE Y KaXKI0ro Opay3epa U KakJI0ro JOKaJIbHOTO BeO-cepBepa
CBOC W JIaHHBIC, KOTOpBIC BbI COXPAHWJIM, HApUMEp, TECTHPYs CBOM IMPHUMEPHI B
Mangoose, He OymyT AOCTymHBI U3 Opay3zepa Chrome, make ecli JOKaJbHBIH BeO-
cepBep paboTaeT, HCHONb3ysl 3TOT Opay3ep. Takke CTOMT HNOMHHUTBH, YTO pa3Mmep

localStorage ne npesbimaer 10 MoaitT.
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OxkHo stats.js

Ecnu BBl ucnonb3zyeTe aHMMAIIUI0, MOKHO BKJIIOYUTH B Balll KOJI HEOOJBIIYIO
OMOIMOTEKY, KOTOPBIM JaeT HaM HMHGPOPMAIIMI0O O YacTOTE KaJpoB B CEKyHIy. JTa

O6ubnamoTeka, Toro ke aBropa, uro u Three.js, moka3zpiBaeT HEOOIBIION IpadUK.

DTOT Kjacc oOecreynBacT IMpOCTOC I/IH(I)OpMaHI/IOHHOC OKHO, KOTOpOC

MTOMOXET BaM OTCIICKHUBATh 3(PPEKTUBHOCTH KO/IA:

« FPS KonuuecTBo BU3yaau3upoBaHHBIX KaJIPOB 3a MOCIEIHIO CEKyHIY. YeM

0O0JIBIIIE YKCIIO, TEM JTyUIIIe.

- MS KonuuecTtBo MUUTUCEKYH/I, TPEOYIOIeecs Ha BU3YyaIU3allUI0 OJHOTO

KaJpa. YeMm MeHbIIIE 4quCJIo, TCM JIy4dIlIC

«  MB KonnuyectBo MerabaunT BbIIEIEHHOE B ITAMSITH.

Puc. . Buowvl ungpopmayuu 6 okne cmamucmuxu

60 FPS (5-60)

IIporpamma
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[Tomy4yeHHOE MPOrpaMMHOE 00ECIIEUCHHE TIPETHAZHAYCHO JIJIsl BU3yallU3aIi U
VIOPABJICHUS] TPEXMEPHBIMU MOJIETISIMUA PA3IMYHBIX OOBEKTOB, B IEPBYIO OUYEpEb
CBSI3aHHBIX C MEIUINHOM. Busyanuzanuss MCOONB3yeT OYKM BHUPTYyaJbHOU

peaIbHOCTH U paboTaeT uepes Opay3ephl.

[Iporpamma HamucaHa Ha s3bike JavaScript, ucmonb3yer Oubmmoreku API
WebGL, B wuactHoctu Three.js, u BcTtpoeHa B pgokymeHT HTML. ®opmar

ucrnonHsemoro (daiina - «.html». O6bem nmporpammer — 693 cTpok Koza.

Jlnst 3amycka mporpaMmbl HEOOXOJMMO HACTPOMUTH JIOKaJIbHBIA BeO-cepBep,
700 M3MEHUTh HACTPOMKHM 3alycKa Ballero opaysepa, 4ToObl 00ecnednuTb JOCTYIl K

MOIKIIOYaeMbIM (haitsiam.

B Opayszepe mnporpamma TpeOyeT OKOJIO OJHOro rurabaiita omneparuBHOMN
MaMATH B aKTUBHOM DPEXKHMME BKJIAJKUA, B (JOHOBOM DPEKUME OOBEM HCIOIB3yEMOM

maMATU MOKCT YMCHBIIUTLCA A0 IIATHCOT Merabamur.

I[J'ISI 3allyCKa IIpOoTrpaMMBbI H€O6XO,III/IMO IMOMCCTUTDL B IIAIIKYy C HCIIOJIHACMBIM

(aiimoM Bce MOAKIIOYaeMble OMOTMOTEKH 1 BHENTHUE (haiiiIbl MOMIETICH M KAPTHHOK.

BrIxomHbIe JaHHBIX OTCYTCTBYIOT. UTOOBI TPOBEPUTH MPABHIBHOCTH PaOOTHI
nporpaMmMbl 3amyctute ¢ain Program.html w npocnegure, uyto Bam Opaysep
KOPPEKTHO OTKPBIJICS W B HOBOM BKJIQJIKEC IMOSBHJIACH CIICHA C IEPBOHAYAILHBIM
BUJIOM Ha I[aHOpaMy ONEpPAIMOHHON KOMHATBI. YIpPaBICHHE OT IEPBOTO JIMIA
MIPOMCXOUT C MOMOIIBIO MBIIIU U KiIaBUaTypsl (kiaBumu «— — 1 | u W, A, S, D).

KiaBuma Q — oCTaHOBUTH MOJIET KAMEPHI.
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Puc. . Pabouas nanka c npoepammotl

Ca

ram

W] 322,pg

D brain.dae
chroma.s
Colladaloader.js
ConvexGeometry.js
dat.gui,js
FileSaver.js

FirstPersenControls,)s

helvetiker_regular.typeface.js

D mozgl.json
D mozgl.json
D mozg3.json
D mozgdjson
D mozg3d.json
D mozgh,json
D mozg7.json
OBJLoader js
optimer_bold.typeface,js
Iﬂ Program.html
Projector,js
D rebra.dae

D skull.dae
stats.js
STLLoaderjs
three,js
ThreeBSP js

[ata nzmeHeHuA

16.05.2016 1:05
24.05.2016 15:23
27.02.2015 %04
27.02.2015 %04
27.02.2015 G:04
27.02.2015 %04
03.06.2016 2:40
27.02.2015 %04
27.02.2015 9:04
03.06.2016 23:35
03.06.2016 23:35
04.06.2016 0:07
04.06.2016 0:07
04.06.2016 0:10
04.06.2016 0:10
04.06.2016 0:10
27.02.2015 G:04
27.02.2015 904
05.06.2016 14:36
27.02.2015 %04
04.06.2016 2:41
21.05.2016 13:48
27.02.2015 %04
27.02.2015 G:04
27.02.2015 %04
27.02.2015 %04

Tun

Qaiin "JPG"
aiin "DAE"
chaiin JavaScript
thalin JavaScript
chain JavaScript
chalin JavaScript
thain JavaScript
thaiin JavaScript
thalin JavaScript
Taiin "JSON"
@aiin "JSOMN"
Qain "JSOM"
Qaiin "JSOMN"
@aiin "JSOM"
@aiin "JSON"
@aiin "JSOMN"
chain JavaScript

halin JavaScript

Firefox Document

thaiin JavaScript
daiin "DAE"
Taiin "DAE"
chalin JavaScript
chaiin JavaScript
thaiin JavaScript

chain JavaScript

Pazmep

416 Kb
1810 Kb
26 Kb

98 Kb
5KB

49 KB

& Kb

& Kb

62 Kb
2140 Kb
3751 Kb
4049 KB
12183 Kb
478 Kb
18 642 Kb
5769 Kb
2 Kb

10 KB
29 Kb

21 Kb
1060 Kb
3 349 Kb
4 KB

11 KB
T8 Kb
18 Kb
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3aKJII0YeHue

B pesynbrare npojenanHoN paboThl: peain30BaH HEOOXOIUMbIM HHCTPYMEHTApU
U CPEeACTBa MAaHUMYJIALMA aHATOMUYECKUMH OOBEKTaMU, 3arpy’KCHHBIMHU B CLIEHY U3
BHEIIHUX UCTOYHUKOB.

Peanu3oBana BO3MOKHOCTh IPOCMOTpPA CLEHBI B OYKaX BUPTYyaJIbHOW pealbHOCTU
B OKHE Opay3epa.

Co3znaH ynoOHBIN MOJIb30BaTENbCKUN HHTEPDEC U1 paboThl C OOBEKTAMHU.

B xone uccnenoBarenbCkoi pabOThl ObUIM M3y4Y€HBI COBPEMEHHBIE CPEACTBA U
TEXHOJIOTMM B KOMIBIOTEPHOH Trpaduke, TEOPUU BU3yalIH3allMM M YEJIOBEKO-
KOMITBIOTEPHOTO B3aMMOJECHCTBUSA, ObLla peanu3oBaHa BUPTyaJbHAs TpPEXMEpHas
CLI€HA U BO3MOKHOCTb MCITOJIb30BAHUSI OYKOB BUPTYaJIbHOW PEATBHOCTH.

JleBuykoMm ['eopruem Oblia peain30BaHa BO3MOXKHOCTh KOPPEKTHOM 3arpy3ku
paznuyHbIX  (opmMaroB  OOBEKTOB B  CLEHYy, OOECleYeHO  YINpaBieHUE
OPOCTPAHCTBEHHBIMU  XapaKTEpPUCTUKaMU OOBEKTOB, a TaKXe BO3MOXHOCTb
BcTpauBaHusg 3D-cueHbl B html-mokyMeHT u oOecriedueHHe KOPPEKTHOH paboThl B
COBPEMEHHBIX Opay3epax.

B nepcnexTuBe npeanonaraeTcs, YTo aHaJINU3 Mojesei Oyner IIPOBOAMTHCS
au00 MEIMKOM, BEAyLIMM HCCIEAOBAHUE W/WIM JiedeHHuEe OOJbHOro, JIM0o
CHEIMATUCTOM, MPOBOASIIUM 3D-IpUHTUHT U1 GU3HYECKON BU3yaIM3allud U WHBIX
00BbEKTOB opraHusMa. Takxke paboTa MOXKET ObITb MHTEPECHA BCEM, padOTaIOUIUM B
o0NacT KOMNBIOTEPHOW TpadUKU M BU3yaIM3aLUU JAHHBIX, & TAKXKE OOBIYHBIM

I10JIb30BATENSIM BUPTYAJIBHBIX CPE.

Jleuyk I'U. — «Cucrema yhalleHHOW BHU3yaJH3allMl TPEXMEPHBIX OOBEKTOB C HCIIOIB30BAHHEM CpEI

BHpTyaHLHOﬁ PCaJIbHOCTHU. Onucanue MOICIIN»
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[TPMJIOXXEHUE

<IDOCTYPE html>
<html>
<head>
<title>Example 09.07 - first person camera </title>
<script type="text/javascript" src="three.js"></script>
<script type="text/javascript" src="STLLoader.js"></script>
<script type="text/javascript" src="stats.js"></script>
<script type="text/javascript" src="dat.gui.js"></script>
<script type="text/javascript" src="chroma.js"></script>
<script type="text/javascript" src="FirstPersonControls.js"></script>
<script type="text/javascript" src="Projector.js"></script>
<script type="text/javascript" src="ColladaLoader.js"></script>
<script type="text/javascript" src="ConvexGeometry.js"></script>
<script type="text/javascript" src="ThreeBSP.js"></script>
<script type="text/javascript" src="FileSaver.js"></script>
<script type="text/javascript" src="OBJLoader.js"></script>
<script type="text/javascript" src="helvetiker_bold.typeface.js"></script>

<script type="text/javascript" src="helvetiker_regular.typeface.js"></script>

<style>
body {
/* set margin to 0 and overflow to hidden, to go fullscreen */
margin: O;
overflow: hidden;
}
</style>
</head>

<body>

<div id="Stats-output">

</div>

<I-- Div which will hold the Output -->
<div id="WebGL-output">

</div>

<!-- Javascript code -->

<script type="text/javascript">
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function init() {

var vertexes = [];

var objects = [];

var parts = [];

var vseRebra = [];

var targetAnatomy;

var savingObjects =[];

var selection;

var convex;

var BSP1, BSP2, resultBSP, resultBSPtoMesh, loadconvex, loadedConvex, objLoader;
var index=0;

var offset = new THREE.Vector3();
var clock = new THREE.Clock();

var stats = initStats();

var scene = new THREE.Scene();

var camera = new THREE.PerspectiveCamera(45, window.innerWidth / window.innerHeight, 0.1,
1000);

var webGLRenderer = new THREE.WebGLRenderer();
webGLRenderer.setClearColor(new THREE.Color(OXEEEEEE, 1.0));
webGLRenderer.setSize(window.innerWidth, window.innerHeight);

webGLRenderer.shadowMapEnabled = true;

var projector = new THREE.Projector();
webGLRenderer.domElement.addEventListener('mousedown’, onDocumentMouseDown, false);
webGLRenderer.domElement.addEventListener('mousemove’, onDocumentMouseMove, false);

webGLRenderer.domElement.addEventListener('mouseup’, onDocumentMouseUp, false);

camera.position.x = 100;
camera.position.y = 10;
camera.position.z = 10;

camera.lookAt(new THREE.Vector3(0, 0, 0));

var ambientLight = new THREE.AmbientLight(0x383838);

ambientLight.intensity = 10;

scene.add(ambientLight);
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var spotLight = new THREE.SpotLight(0xffffff);
spotLight.position.set(100, 140, 130);
spotLight.intensity = 1;

scene.add(spotLight);

var spotLight2 = new THREE.SpotLight(Oxffffff);
spotLight2.position.set(-100, -140, -130);
spotLight2.intensity = 1;
scene.add(spotLight2);

plane = new THREE.Mesh(new THREE.PlaneBufferGeometry(500, 500, 8, 8), new
THREE.MeshBasicMaterial({color: 0xff0000, side: THREE.DoubleSide}));

plane.visible = false;

scene.add(plane);

sky = new THREE.Mesh( new THREE.SphereGeometry( 500, 100, 100 ), new THREE.MeshBasicMaterial( {
map: THREE.ImageUltils.loadTexture( "322.jpg" ),
side: THREE.DoubleSide
P

scene.add(sky);

var loader = new THREE.ColladaLoader();
var skull;
loader.load("skull.dae", function (result) {
var geometry = result.scene.children[2].children[0].geometry;
var mat = new THREE.MeshLambertMaterial({color: 0xCOCOCO, side: THREE.DoubleSide});
skull = new THREE.Mesh(geometry, mat);
skull.scale.set(3, 3, 3);
skull.name ="skull";
skull.position.x = 20;
scene.add(skull);
objects.push(skull);
i

var loaderCol = new THREE.ColladalLoader();
var brain;
loaderCol.load("brain.dae", function (result) {

var geometry = result.scene.children[0].children[0].geometry;
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var mat = new THREE.MeshLambertMaterial({color: 0OxF08080, side: THREE.DoubleSide});

brain = new THREE.Mesh(geometry, mat);

brain.scale.set(3, 3, 3);

brain.name = "brain";

brain.position.x = 20;

scene.add(brain);

objects.push(brain);

var loaderObj = new THREE.ObjectLoader();

var part1, part2, part3, part4, part, part6, part7;

loaderObj.load( "mozg1.json", function ( object ) {

THREE.DoubleSide});

)

var geometry = object.geometry;

var mat = new THREE.MeshLambertMaterial({color:

part1 = new THREE.Mesh(geometry, mat);
part1.name = "part1";

part1.visible = false;

scene.add(part1);

part1.scale.set(3,3,3);

parts.push(part1);

loaderObj.load( "mozg2.json", function ( object ) {

THREE.DoubleSide});

P

var geometry = object.geometry;

var mat = new THREE.MeshLambertMaterial({color:

part2 = new THREE.Mesh(geometry, mat);
part2.name = "part2";

part2.visible = false;

scene.add(part2);

part2.scale.set(3,3,3);

parts.push(part2);

loaderObj.load( "mozg3.json", function ( object ) {

var geometry = object.geometry;
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THREE.DoubleSide});

THREE.DoubleSide});

THREE.DoubleSide});

THREE.DoubleSide});

)

var mat = new THREE.MeshLambertMaterial({color:

part3 = new THREE.Mesh(geometry, mat);
part3.name = "part3";

part3.visible = false;

scene.add(part3);

part3.scale.set(3,3,3);

parts.push(part3);

loaderObj.load( "mozg4.json", function ( object ) {

)

var geometry = object.geometry;

var mat = new THREE.MeshLambertMaterial({color:

part4 = new THREE.Mesh(geometry, mat);
part4.name = "part4";

part4.visible = false;

scene.add(part4);

part4.scale.set(3,3,3);

parts.push(part4);

loaderObj.load( "mozg5.json", function ( object ) {

)

var geometry = object.geometry;

var mat = new THREE.MeshLambertMaterial({color:

part5 = new THREE.Mesh(geometry, mat);
parts.name = "part5";

part5.visible = false;

scene.add(partb);

part5.scale.set(3,3,3);

parts.push(part5);

loaderObj.load( "mozg6.json", function ( object ) {

var geometry = object.geometry;

var mat = new THREE.MeshLambertMaterial({color:

part6 = new THREE.Mesh(geometry, mat);
part6.name = "part6";

part6.visible = false;
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scene.add(part6);
part6.scale.set(3,3,3);
parts.push(part6);

IOk

loaderObj.load( "mozg7.json", function ( object ) {
var geometry = object.geometry;

var mat = new THREE.MeshLambertMaterial({color: = 0x00ff00, side:
THREE.DoubleSide});

part7 = new THREE.Mesh(geometry, mat);
part7.name = "part7";

part7.visible = false;

scene.add(part7);

part7.scale.set(3,3,3);

parts.push(part7);

var rebraloader = new THREE.ColladaLoader();
var rebra;
rebraloader.load("rebra.dae", function (result) {
var k=1;
for (var i=0; i<85; i+=2)
{
var geometry = result.scene.children[i].children[0].geometry;
geometry.center();

var mat = new THREE.MeshLambertMaterial({color: 0xCOCOCO0, side:
THREE.DoubleSide});

rebra = new THREE.Mesh(geometry, mat);
rebra.scale.set(3,3,3);

rebra.name = "rebra"+k+""; k++;
scene.add(rebra);

objects.push(rebra);

vseRebra.push(rebra);

IHHNTHTHTTHIHACTPOWKA BbIBOLA TEKCTA O YACTW MOSTA/HTHTHTTHITTHIIITIIINI
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var options = {
size: 0.8,
height: 0.2,
weight: "normal",
font:"helvetiker",
style:"normal",

bevelEnabled: false

var partitext1, part1text2, part1text3;

partitext1 = createMesh(new THREE.TextGeometry("Occipital lobe:", options));

partitext2 = createMesh(new THREE.TextGeometry(" The occipital lobe is the
visual processing center of the mammalian", options));

part1text3 = createMesh(new THREE.TextGeometry(" brain containing most of the
anatomical region of the visual cortex", options));

var part2text1, part2text2, part2text3;
part2text1 = createMesh(new THREE.TextGeometry("Left temporal lobe:", options));

part2text2 = createMesh(new THREE.TextGeometry(" The temporal lobe is
involved in processing sensory input into derived meanings for the", options));

part2text3 = createMesh(new THREE.TextGeometry(" appropriate retention of
visual memories, language comprehension, and emotion association", options));

var part3text1, part3text2, part3text3;

part3text1 = createMesh(new THREE.TextGeometry("Right temporal lobe:",
options));

part3text2 = createMesh(new THREE.TextGeometry(" The temporal lobe is
involved in processing sensory input into derived meanings for the", options));

part3text3 = createMesh(new THREE.TextGeometry(" appropriate retention of
visual memories, language comprehension, and emotion association", options));

var partdtext1, partdtext2, partdtext3;
partdtext1 = createMesh(new THREE.TextGeometry("Pariental lobe:", options));

partdtext2 = createMesh(new THREE.TextGeometry(" The parietal lobe integrates
sensory information among various", options));

partdtext3 = createMesh(new THREE.TextGeometry(" modalities, including spatial
sense and navigation (proprioception)”, options));

var part5text1, partstext2, partstext3;
partbtext1 = createMesh(new THREE.TextGeometry("Hypophysis:", options));

partStext2 = createMesh(new THREE.TextGeometry(" The anterior pituitary
synthesizes and secretes hormones", options));
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partStext3 = createMesh(new THREE.TextGeometry(" Human growth hormone,
Thyroid-stimulating hormone and other", options));

var part6text1, part6text2, part6text3;
part6text1 = createMesh(new THREE.TextGeometry("Cerebellum:", options));

part6text2 = createMesh(new THREE.TextGeometry(" Is a region of the brain that
plays an important role in motor control.", options));

part6text3 = createMesh(new THREE.TextGeometry(" It may also be involved in
some cogpnitive functions such as attention and language", options));

var part7text1, part7text2, part7text3;
part7text1 = createMesh(new THREE.TextGeometry("Frontal lobe:", options));

part7text2 = createMesh(new THREE.TextGeometry(" The dopamine system is
associated with reward, attention,", options));

part7text3
planning, and motivation.", options));

createMesh(new THREE.TextGeometry("  short-term memory tasks,

I T ]
// add the output of the renderer to the html element
document.getElementByld("WebGL-output").appendChild(webGLRenderer.domElement);
var camControls = new THREE.FirstPersonControls(camera, webGLRenderer.domElement);
camControls.lookSpeed = 0.4;
camControls.movementSpeed = 20;
camControls.noFly = true;
camControls.lookVertical = true;
camControls.constrainVertical = true;
camControls.verticalMin = 0.0;
camControls.verticalMax = 3.0;
camControls.lon = -150;

camControls.lat = 120;

/I call the render function

var step = 0;

var mesh;

function setCamControls() {
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var controls = new function () {

this.structure = false;
this.skullOpacity = false;
this.sclX = function () {
targetAnatomy.scale.x = controls.scaleX;

if (targetAnatomy.name == "brain") {for (var i=0; i<parts.length; i++) parts][i].scale.x =
targetAnatomy.scale.x;}

h

this.sclY = function () {
targetAnatomy.scale.y = controls.scaleY;

if (targetAnatomy.name == "brain") {for (var i=0; i<parts.length; i++) parts[i].scale.y =
targetAnatomy.scale.y;}

b

this.sclZ = function () {
targetAnatomy.scale.z = controls.scaleZ;

if (targetAnatomy.name == "brain") {for (var i=0; i<parts.length; i++) parts][i].scale.z =
targetAnatomy.scale.z;}

h

this.rotateX = function () {
targetAnatomy.rotation.x = controls.rotationX;

if (targetAnatomy.name == "brain") {for (var i=0; i<parts.length; i++) parts[i].rotation.x
= targetAnatomy.rotation.x;}

h

this.rotateY = function () {
targetAnatomy.rotation.y = controls.rotationY’;

if (targetAnatomy.name == "brain") {for (var i=0; i<parts.length; i++) parts[i].rotation.y
= targetAnatomy.rotation.y;}

3

this.rotateZ = function () {
targetAnatomy.rotation.z = controls.rotationZ;

if (targetAnatomy.name == "brain") {for (var i=0; i<parts.length; i++) parts[i].rotation.z
= targetAnatomy.rotation.z;}
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this.scaleX = 3;
this.scaleY = 3;
this.scaleZ = 3;
this.rotationX = 0;
this.rotationY = 0;

this.rotationZ = 0;

this.SaveScene = function () {

var k=0;

for (var i=0; i<objects.length; i++) {
savingObjects[k] = objects][i].position.x;
savingObjects[k+1] = objects]i].position.y;
savingObjects[k+2] = objects[i].position.z;
savingObjects[k+3] = objects[i].scale.x;
savingObjects[k+4] = objects[i].scale.y;
savingObjects[k+5] = objects[i].scale.z;
savingObjects[k+6] = objects[i].rotation.x;
savingObjects[k+7] = objects[i].rotation.y;
savingObjects[k+8] = objectsi].rotation.z;

k+=9;

this.LoadScene = function () {

var k=0;

for (var i=0; i<objects.length; i++) {
objects]i].position.x = savingObjects[k];
objects]i].position.y = savingObjects[k+1];
objects]i].position.z = savingObjects[k+2];
objects][i].scale.x = savingObjects[k+3];
objects]i].scale.y = savingObjects[k+4];
objects][i].scale.z = savingObjects[k+5];
objects]i].rotation.x = savingObjects[k+6];
objects]i].rotation.y = savingObjects[k+7];
objects]i].rotation.z = savingObjects[k+8];

k+=9;
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this.changeSkullOpacity = function () {

if  (controls.skullOpacity == true) { skull.material.transparent = true;
skull.material.opacity=0.6;}

if (controls.skullOpacity == false) { skull.material.transparent = false;}

var gui = new dat.GUI();

gui.add(controls, 'structure');

gui.add(controls, 'skullOpacity').onChange(controls.changeSkullOpacity);
gui.add(controls, 'SaveScene');

gui.add(controls, 'LoadScene");

gui.add(controls, 'scaleX', 0, 10).onChange(controls.sclX);

(
(
(
(
(
gui.add(controls, 'scaleY’, 0, 10).onChange(controls.sclY);
gui.add(controls, 'scaleZ', 0, 10).onChange(controls.sclZ);
gui.add(controls, 'rotationX', -4, 4).onChange(controls.rotateX);
gui.add(controls, 'rotationY’, -4, 4).onChange(controls.rotateY);
(

gui.add(controls, 'rotationZ', -4, 4).onChange(controls.rotateZ);

render();
function render() {
stats.update();

var delta = clock.getDelta();

camControls.update(delta);
//webGLRenderer.clear();

/l render using requestAnimationFrame
requestAnimationFrame(render);

webGLRenderer.render(scene, camera)
function createMesh(geom) {
var meshMaterial = new THREE.MeshPhongMaterial({

specular: Oxffffff,

color: Oxeeffff,
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shininess: 100,
metal: true
38
var plane = THREE.SceneUtils.createMultiMaterialObject(geom, [meshMaterial]);

return plane;

var projector = new THREE.Projector();

var tube;

function onDocumentMouseDown(event) {
/levent.preventDefault();

var vector = new THREE.Vector3(( event.clientX / window.innerWidth ) * 2 - 1, -
(‘event.clientY / window.innerHeight ) * 2 + 1, 1);

vector.unproject(camera);

var raycaster
vector.sub(camera.position).normalize());

new THREE.Raycaster(camera.position,

var intersects = raycaster.intersectObjects(objects);
if (intersects.length > 0) {
targetAnatomy = intersects[0].object;
camControls.enabled = false;
selection = intersects[0].object;
var intersects = raycaster.intersectObject(plane);

offset.copy(intersects[0].point).sub(plane.position);

var selectedObject = null;
function onDocumentMouseMove(event) {

event.preventDefault();

var vector = new THREE.Vector3(( event.clientX / window.innerWidth ) * 2 - 1, -
(‘event.clientY / window.innerHeight ) * 2 + 1, 1);

vector.unproject(camera);

var raycaster = new THREE.Raycaster(camera.position,
vector.sub(camera.position).normalize());

if (controls.structure) {

var intersects = raycaster.intersectObjects(parts);
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if (intersects.length > 0) {

brain.material.transparent = true;

brain.material.opacity = 0.2;

intersects[0].object.visible = true;

if (intersects[0].object.name == "part1")

{
camera.position.x) / 2;
camera.position.y) / 2;
camera.position.z) / 2;
scene.add(part1text3);

}

part1text1.position.x = (intersects[0].object.position.x

part1text1.position.y (intersects[0].object.position.y

part1text1.position.z (intersects[0].object.position.z

part1text2.position.x = part1text1.position.x;
part1text2.position.y = part1text1.position.y-1;
part1text2.position.z = part1text1.position.z;
part1text3.position.x = part1text2.position.x;
part1text3.position.y = part1text2.position.y-1;
part1text3.position.z = part1text2.position.z;
part1text1.scale.set(0.5,0.5,0.5);
part1text2.scale.set(0.5,0.5,0.5);
part1text3.scale.set(0.5,0.5,0.5);
part1text1.lookAt(camera.position);
part1text2.lookAt(camera.position);
part1text3.lookAt(camera.position);

scene.add(part1text1);

if (intersects[0].object.name == "part2")

{

camera.position.x) / 2;

camera.position.y) / 2;

camera.position.z) / 2;

part2text1.position.x = (intersects[0].object.position.x

part2text1.position.y =

(intersects[0].object.position.y

part2text1.position.z = (intersects[0].object.position.z

part2text2.position.x = part2text1.position.x;
part2text2.position.y = part2text1.position.y-1;
part2text2.position.z = part2text1.position.z;
part2text3.position.x = part2text2.position.x;
part2text3.position.y = part2text2.position.y-1;
part2text3.position.z = part2text2.position.z;
part2text1.scale.set(0.5,0.5,0.5);
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part2text2.scale.set(0.5,0.5,0.5);
part2text3.scale.set(0.5,0.5,0.5);
part2text1.lookAt(camera.position);
part2text2.lookAt(camera.position);

part2text3.lookAt(camera.position);

scene.add(part2text1); scene.add(part2text2);
scene.add(part2text3);
}
if (intersects[0].object.name == "part3")
{
part3text1.position.x = (intersects[0].object.position.x +
camera.position.x) / 2;
part3text1.position.y = (intersects[0].object.position.y +
camera.position.y) / 2;
part3text1.position.z = (intersects[0].object.position.z +
camera.position.z) / 2;
part3text2.position.x = part3text1.position.x;
part3text2.position.y = part3text1.position.y-1;
part3text2.position.z = part3text1.position.z;
part3text3.position.x = part3text2.position.x;
part3text3.position.y = part3text2.position.y-1;
part3text3.position.z = part3text2.position.z;
part3text1.scale.set(0.5,0.5,0.5);
part3text2.scale.set(0.5,0.5,0.5);
part3text3.scale.set(0.5,0.5,0.5);
part3text1.lookAt(camera.position);
part3text2.lookAt(camera.position);
part3text3.lookAt(camera.position);
scene.add(part3text1); scene.add(part3text2);
scene.add(part3text3);
}
if (intersects[0].object.name == "part4")
{
partdtext1.position.x = (intersects[0].object.position.x +
camera.position.x) / 2;
partdtext1.position.y = (intersects[0].object.position.y +
camera.position.y) / 2;
partdtext1.position.z = (intersects[0].object.position.z +

camera.position.z) / 2;
partdtext2.position.x = part4text1.position.x;
partdtext2.position.y = part4text1.position.y-1;
partdtext2.position.z = part4text1.position.z;
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scene.add(part4text3);

partdtext3.position.x = part4text2.position.x;
partdtext3.position.y = part4text2.position.y-1;
partdtext3.position.z = part4text2.position.z;
partdtext1.scale.set(0.5,0.5,0.5);
partd4text2.scale.set(0.5,0.5,0.5);
partdtext3.scale.set(0.5,0.5,0.5);
part4dtext1.lookAt(camera.position);
part4text2.lookAt(camera.position);
partdtext3.lookAt(camera.position);

scene.add(part4text1);

if (intersects[0].object.name == "part5")

}
{
camera.position.x) / 2;
camera.position.y) / 2;
camera.position.z) / 2;
scene.add(part5text3);
}

partStext1.position.x (intersects[0].object.position.x

part5text1.position.y = (intersects[0].object.position.y

partStext1.position.z =

(intersects[0].object.position.z

part5text2.position.x = partStext1.position.x;
partbtext2.position.y = partStext1.position.y-1;
part5text2.position.z = partStext1.position.z;
partStext3.position.x = partdtext2.position.x;
part5text3.position.y = partstext2.position.y-1;
partStext3.position.z = partStext2.position.z;
part5text1.scale.set(0.5,0.5,0.5);
part5text2.scale.set(0.5,0.5,0.5);
part5text3.scale.set(0.5,0.5,0.5);
part5text1.lookAt(camera.position);
part5text2.lookAt(camera.position);
part5text3.lookAt(camera.position);

scene.add(part5text1);

if (intersects[0].object.name == "part6")

{

camera.position.x) / 2;

camera.position.y) / 2;

part6text1.position.x = (intersects[0].object.position.x

part6text1.position.y =

(intersects[0].object.position.y
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camera.position.z) / 2;

scene.add(part6text3);

camera.position.x) / 2;

camera.position.y) / 2;

camera.position.z) / 2;

scene.add(part7text3);

}

part6text1.position.z = (intersects[0].object.position.z

part6text2.position.x = part6text1.position.x;
part6text2.position.y = part6text1.position.y-1;
part6text2.position.z = part6text1.position.z;
part6text3.position.x = part6text2.position.x;
part6text3.position.y = part6text2.position.y-1;
part6text3.position.z = part6text2.position.z;
part6text1.scale.set(0.5,0.5,0.5);
part6text2.scale.set(0.5,0.5,0.5);
part6text3.scale.set(0.5,0.5,0.5);
part6text1.lookAt(camera.position);
part6text2.lookAt(camera.position);
part6text3.lookAt(camera.position);

scene.add(part6text1);

if (intersects[0].object.name == "part7")

{

}

if (selectedObject && (selectedObject.name != intersects[0].object.name)) {

part7text1.position.x = (intersects[0].object.position.x

part7text1.position.y (intersects[0].object.position.y

part7text1.position.z (intersects[0].object.position.z

part7text2.position.x = part7text1.position.x;
part7text2.position.y = part7text1.position.y-1;
part7text2.position.z = part7text1.position.z;
part7text3.position.x = part7text2.position.x;
part7text3.position.y = part7text2.position.y-1;
part7text3.position.z = part7text2.position.z;
part7text1.scale.set(0.5,0.5,0.5);
part7text2.scale.set(0.5,0.5,0.5);
part7text3.scale.set(0.5,0.5,0.5);
part7text1.lookAt(camera.position);
part7text2.lookAt(camera.position);
part7text3.lookAt(camera.position);

scene.add(part7text1);
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selectedObject.visible = false;

if (selectedObject.name
{ scene.remove(partitext1); scene.remove(part1text2); scene.remove(partitext3); }

if (selectedObject.name
{ scene.remove(part2text1); scene.remove(part2text2); scene.remove(part2text3); }

if (selectedObject.name
{ scene.remove(part3text1); scene.remove(part3text2); scene.remove(part3text3); }

if (selectedObject.name
{ scene.remove(partdtext1); scene.remove(partdtext2); scene.remove(partdtext3); }

if (selectedObject.name
{ scene.remove(part5text1); scene.remove(part5text2); scene.remove(partstext3); }

if (selectedObject.name
{ scene.remove(part6text1); scene.remove(part6text2); scene.remove(partétext3); }

if (selectedObject.name
{ scene.remove(part7text1); scene.remove(part7text2); scene.remove(part7text3); }

selectedObject.material.transparent
selectedObject=null;

}
selectedObject = intersects[0].object;
}
else if (selectedObject) {
selectedObject.visible = false;
brain.material.transparent = false;

if (selectedObject.name
{ scene.remove(partitext1); scene.remove(part1text2); scene.remove(part1text3); }

if (selectedObject.name
{ scene.remove(part2text1); scene.remove(part2text2); scene.remove(part2text3); }

if (selectedObject.name
{ scene.remove(part3text1); scene.remove(part3text2); scene.remove(part3text3); }

if (selectedObject.name
{ scene.remove(partdtext1); scene.remove(partdtext2); scene.remove(partdtext3); }

if (selectedObject.name
{ scene.remove(partbtext1); scene.remove(partstext2); scene.remove(partstext3); }

if (selectedObject.name
{ scene.remove(part6text1); scene.remove(part6text2); scene.remove(partbtext3); }

if (selectedObject.name
{ scene.remove(part7text1); scene.remove(part7text2); scene.remove(part7text3); }

selectedObject.material.transparent = false;

selectedObject = null;

if (selection) {

var intersects = raycaster.intersectObject(plane);
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selection.position.copy(intersects[0].point.sub(offset));
if (selection.name == "skull") {brain.position.copy(skull.position); brain.position.y+=8;}

for (var i=0; i<parts.length; i++) parts[i].position.copy(brain.position); //4T0bbI YacTu
ABUranncb BMeCTe ¢ MO3roM

} else
{
var intersects = raycaster.intersectObjects(objects);
if (intersects.length > 0) {
plane.position.copy(intersects[0].object.position);
plane.lookAt(camera.position);
}
}

function onDocumentMouseUp(event) {
camControls.enabled = true;

selection = null;

function initStats() {
var stats = new Stats();
stats.setMode(0); // 0: fps, 1: ms
stats.domElement.style.position = 'absolute’;
stats.domElement.style.left = '0px’;
stats.domElement.style.top = 'Opx’;
document.getElementByld("Stats-output").appendChild(stats.domElement);

return stats;

}

window.onload = init;
</script>
</body>

</html>
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